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THE NEW SINCLAIR HAS ONE BIG DISK 
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THE SINCLAIR ZX SPECTRUM^3 WITH 6 FREE GAMES AND A JOYSTICK. 



ADVANTAGE. 



ZXSPECTRUM^a. £199 





The new Sinclair ZX Spectrum +3 is a real hero - becauao It helps 
you to be one. 

Whiie you're a daring motorbike rider or the all- conquering 
intergalactic warrior, youVe gatning priceless experience in 
handling computers 

Loadi ng g ames is qui c k an d e asy with the bui It- in d is k- d ri ve. 
You'll be in the thick of the action in seconds, And the fantastic 
128K memory gives you the power to outsmart the most 
sophisticated enemy. 

Get to grips with the latest high-tec graphics on the vast 
universe of games available <six of which come free). And there's 
a free joystick to give you ultimate control. 

But the real hero is the person who buys it For the 
ZX Spectrum +3 is only £199. so they've realiy saved the earth. 



ZXSPECTRUmi^Z. £139 




The amazing ZX Spectrum +2 has a built-in datacorder - to save you 
the bother of tape recorders and leads The advanced l2aK memory 
helps you get the most from the vast universe of games available 

Every model comes complete with six free games to start 
you off, and a free joystick to make you super agite. 

With the advanced Sinclair technology you can afford to let 
your inaagination go wild, Becauseat£139, only your enemies pay 
heavily, 



BE WHO YOU WANT TO BE. 



AwatlaWe at. Adders, Boots, Clyd&sdaie. Comet, Connect, Currys, Duto-nB. John Lewis. 
John Menzies, Lasky>3. Tandy.' W,H, Smitn. Vjstoi-ihire, WigfaHs. and all good- 
jirkdeperdsri stores 'Zk sp^rtfum *3 on»y 




Please (ell me mtwe aix>ut me Si^fCLAiR Zx Spear um +2 [_j Zx Sspocit urn ^ 3 j_j 



■,SQ1 
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NORTH STAR 

Aleiw it stsrvds. mtjcstk ar^d 

prpu4... th« firul hop« to Ewth't 

uvagif ry and Qivcrpopulitloii.. . 

North Stir. • glorious ip^ace iciilofi 

orbiting scr«nc trtnqullity, too much 

tnn^ullity-- prep^ratlorts thou Id bt 

undci^wiy for tht final evacuation. 

Communication! *re de*d. scientists 

unnoc be raised... a drC'idful gloom 

ovcrtikei the population... hw th«ir 

l«t hope 9on«f 

Ofily on« on find pyt. only on* l^ 

th* ncc»&afY ponv«rS: Thai an« 

ymi...a unique kins on » mission to 

fCKU* « uni4u« project. 



* Spectrum 4eK £7.99 caiMM 
Amttnd B.99 cmrtt. EI4.9S i>»»ii i 
Atari ST (19.99 Dtth I 
CBM64/I2a 1 
i»,99c»««fn £14.99 usk 

"fROn OUT OF 
THIS WORLD.. 
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' THE FIGHT 
R THIS WORLD!" 
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INOM™ 
STRIKES BACK 

Incomins message on MASK 
com|>utcr - "Wt bwvg kIdnMpptd 
SCOTT TRAKKOt trt^ tn hoiHins 
htm on ih* meofi. Unttat you 
tuffftiflef tht entire MASK ferc^s to 
VINOM you vfiii ncvrr ftt him 
tgtitt." Slpncd Mil*s Mayhem. 

Mitt If bccd w4th a tf rrlblt dHtmi. 
Tb Agree to VENOM t deftiands 
would give them total comrol ov«r 
the Peaceful Nations Alliance, but to 
re ihei^r dcm«n<it would surely 
_.n Scott* li*e. 

Can you ai Matt Traklocf rescue Scott 
and return him safely to Earth? 




Spectrum 48 K Er. 99 CauMt* 
C8M 64^128 

E9>99c4*Mti« ei4.99iMsk 
Amatrkd E9.99 c«*«««_ C 14.99 CMsk 
MSX £7.99 c«»fi. 
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AUTHi MOMhrr Oi kinhih ppauk iTsn. 
INC <Krr) iwr 
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HER SOFTWflRE! 



Gremlin G<ip4ii» Soft^vvre Limited. Alpha House. 10 Carver Street. Sheffield Si -ffS. Telephone (0742] ril423 
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The phenomenal growth in demand 
for Atari computers means a much 
bigger home for the BIG show , , . 



Alexandra Palace 




Wood 
Green 



London 
N22 



THREE action-packed 
da ys for Atari owners! 



The specta^cufar Arexandra Paface 
represents a new showcase for the 
fastest-growfng range of cortipyters 
on the market. 

From the exciting gam^es consofe to 
the ever-poputar 8-bJt Atari ar\ii the 
lensatlonal Mega ST, they'll all be 
there at the Atari User Show! 

Some of the very latest software 
will be on show for the first time. 




And that means you can enjoy unique 
hands-on experience of programs 
everyone vatiII soon be talking about* 

Y^ou'tl find some of the best prices 
around for biank discs, disc boxes and 
other accessories, learn about the many 
opportunities to expand your computer 
system, get helpful advke from some of 
Brftafn's leading experts, and so much 
morel 



How to gmt thmrm 



rt I lo *aif to g«t fo t^)e fhow - 
Uy i»t, rjlL underground or bui. 
AlvxjincJf ji Piilacr hjii 111 DMrn 
BrNKhflflJ itfldQn. whi|.klng 
vlftion to jind fr«rn Kingi Crou 
Injun tiift* m\tMit*t, And them 
m frc« but xmrvYtt ihtrttllng 
bvtv^rcn iljitlon «nd ihow tvmwy 

lOfTtinuEvt, ir your* irAvtiiirtg 

by rcuid thr ihow !■ only 1 S- 
mlnulvi AW«)r from Juncllon JS 
Ofl th« MZS - «nd #11 cr pjtrklngi 
ll tl9*. 



Your advance ticket order 



Adui|Kl|«tS^&ZISA«tlf t 

fOoet lout iOuit tKieftk git ih& mh fmSfj 

undH'-lteiicfcns^E.M'Wwti^ i. 

Oaff four i/naef-i6s wrttn. rjet tnr jW> fWff <? 



T^ W*tt Httt 

AicundFj Psljifer Aleuntfrji P»tk 
Wood Grcm, Lcmdon N22 
ApfJ) 22 24, )9M 




Cut the queues and 
save £1 per he^id — 
with this advance 
ticket order 
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TOMI t. 



-'nv <« chrqi,jc m,icrp pj^jtjie to 



Ll Plfi^tc debit my 

'.-LLLJLXl- 



E*pi(y 'Mr 



JL± 



1 [ [ 



£3 iJMiutttf, 
£i iundrr lAaf 



AdvflfKW tkk«t erdwrt 
miilt be r*Celv«d by 
Wedrreuliiy, April 1J> 



POit to: Atari Usrr SItow TUkrtt, 
Aatfngttm. MMttlrttifU SKI 9 SMP. 



AildWti 

POiUtXif '.l(fnr--1 

A302 

PHOME OI7DER&; ttlrvg ittirtnf l-lotJin«: ))A2S 379*» 
PnESTEl OnOElii: KEV '89, THFN A14$&Sae9 
MICnOLIhIK OnOEnS] MAJLBOX 72JHAI#M1 ams 
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fMk^CRI 




M utUBl. spau i* Ihe bte prvUMm witin th« flEADERPAGE. Wrd 
dMrty lov* to jfk;! ud* all the l«R0f9 w* rsceivii , but ttiere' d b« no 
room for anyttiiog else - ar«J th«( just woiildnH do would it? H you 
wish to air your vitwSi, Mnd your letter to . . , 

REAOERPAGE. THE GAMES MACHINE, PO BOX 10. LUDLOW, 
SHROPSHIRE SYOtDB 



THE RrrUflK OF THE MSX 

DwGAMB MACHINE 

4 was SQiT^ tilt re»d thai your Off ly U 5X computer wu stoMn, a& I hopsd 10 M 

rfl>ww$ Off Die latest Kona mi tam^ Atlea(0itslwwswtiatgoodtB£telnt»miNrtgfs 

your H^ ^ns. R Ht* also gocxl to f9a<) Craig B<Ht'« letter in you l«st iTUft. he ra^^ 

M SoitUh brtndt of M$X UNK. vMl I help run ffie EnQJisn MCtnn. Du toss «e 

llw WTw, irtd if artyom would lltta ssnpla ox iToe. «^ 

or p/t^ for £i to Dami WeM). 1 1 Ayscough Avenue. S|ttMlrt*B^ Unci 

Tlianks for a great HTiaga;»ne,arvd here's hoprngyouolKaiii an MSX inacNMM 
soon as puiM. kmp up the joh] wotIl 

Mr K A H«al, B<Him«, UnCft 

TTw TOM t«ani c«n hvrtSfy conWn itavtt, Mr Htal. We hare just 
i:ihcoY0r*d tfw wtwr^aboutt of a brand t*9w MSX m«:hir»fl 
which, hopefuify, 9S you rmadthts, witl b» sitting proudly b«fw#«n 
our Amiga and Atari ST, just warling to ba loadad with stunning 
aottwara for the lads to nvimw. 



GETTING TOUR BACKUP 

Deal GAMES MACHWE 

I aiTv Wf ptaiaedi wttn ttw (ormat m ^ new ntBoa2<ne. it's ideal, (us) whai ttie 

thlksty newls Wtis l bmai CftASH an excellent magszKii Ibr Ihe humbUe 

Stwwum, tins new (trmat of magaitne rs tjeried tor i am very mieresteO n 

purcttasni} an Mart ST in itici riew future. wfHcft tiniiip niw to the niairi pom 

M«r 

Ara tiMre tor wii l^ere De) iny hvdwsre or software badt-up systems to^ ^ 
ST? JudgkiQ by ttw pnce irf lh« siftwwa « the TiiO(ti«ni It wMiC M 
10 accMianttAy lent or fonnat tw IxHif 1^ dr$)(. afNi ttwn realtse yiw ha 

cow 

Aratnar IMig, wMl Zwcfr be ccinv«rted to Etie SP Two polnta let's tiave some 
"■''''-'' ':o40ttStingap(HSfl, and moft^eabjres Oil Qraphics. and muse A(iaii|1^ni 
^lagaTira Is eicaianfl 

Gar*th Bug«, Klrfcintillock. Gtssgow 046 3JG 

Yaa. tfMVA «» moftwara back-t^ aystams avait^tfia tor tita Atafi 
ST. 



THEREBY HANGS ANOTHER . . . 

Dearll^AMESMAOHnE 

Congnniatora on (he success of TX GAMES MACHifVE EiMentfy many other 
r«wief« Shan my pieesura M the )tte ot fe^ature$ ^nd reviews itisi s lust «tw^ 
Mice to lOG^ forwsnj la <t every mcMTth rqw^ 

The oniy Uack spot for me >n ttte current issue is ttie review of Bants Tai0 for 
ine ST tucked awey tf the boflnin o( page 36 Mmy verslor up<bt» when ^ 
reviewed ^ before? Please 9iv« 11 anoth^ look and a fuM revtew lor 11% ST 0^ 
iikt me wtto have updated lo the ST troir earbier Atan &-btl iTKideis and wtw are 
not lamrliir witfi Barti's fa^ 

\ boutgiM Ba^ s Tale Wee monilis aoo alter a bnef kioh m my hxal comptiier 
shop ftow oi'ef 300 hows of ptiy titer I have sttll not ftntshed the q^ne. EhiI Inn 
strii hooked 

The game « great wfQi sucieit vapNcs The animated piduiea ol ttte various 
ctvaractei3 va true vnrto of art - vnrtd's a(»n troni tfie usual cartoon style p<t1u^ 
- and new oneii are intrwjuced frequeiitty as (he eame proceeds Thi$ « a quakiy 
game and It shows ^ every depailiTfent 

I have played several rundred comptfter gan)« m ttte 4ast eiQht years and none 
ttas jEvefi me tnore taslung pleasure or value for money tfian Hks one 

Your reviewers comments were faif bi/l I coutdn t beheve his rahng of 65% 
SHouWlttiaveoeenesSi' 

Jotin Kalegrov*. UxbrldQe, Middlesex UBtOeHR 



Singing; D0Ar John, 

Lsfa goas on, by tha time you read this repty the reviewer irt 
gtiastion wiii probabfy stilt tfe hera fdoesn ^ ^uHe flow doaa It)-, 
This guy is an experiencad ad¥enlure/tof& playit^g person and as 
such has m^ny years ot Dragon bashtng, gem ttndmg and sword 
wieldtng und&r hta i9&0t^ boft. Howevar. when queationed 
(under threat othtMnohh subscription to Balrogs Monthly 
tuipenttod} he stiti woufdn't give an inch. In true reviewer style 
ha stands by his comments and the percentage awarded, he 
ft^ft that 63% is quita high (and so is he, ¥^ich is why I'm not 
going to argue with hirn!l. if you s till feel ttte marh given to Bards 
TjaAa l« unfair. John, you heve my permit ai on tO get a thin block 
pan and change your copy to read 05%. 

A SOUP MUG? 

Dear GAMES MACHINE 

Conorats' for a supe mag Having seeri ah add In s listBr RMQ Of yon iZ2AP< 
64H saw wti^ the hecJc, I'm a hirtf worturtg giry so ri go «xl wvid thks £ t 25 
I waan t dts^ipoiniad wtien t pidted you up What a good read! aitd lUU coi^ 

You have gai ne rtgrii morof arttdesand Ireaiy Mityourravinw. Butortethmg 
punfes mt. why art your overai I ^ marfts sltgimiy Ngher ttwn: m your sttler magis 
CflASH' and ZZAPi 64 - Aiftwne Ranger 82% m in SAPi H it got only 73% 

I'm looking at bcytng either snAniiijagr ST I haven 't heard mudt about the ST's 
souna d{?es it have bettef $OLinn man it>e CM^ 

R«Bihno (It ZZAP1 Ch4 rt said ttiM Ghe Airaga WQUM be id^ ItH tnie Bfcade 
coitvenlORS. I'm looldrtg for leslly kfHtfegth gwies. not )im your ' i^n a ^ 
pretty grapMcs' garrw 

t agree wtth you noit oAtemg any i^ne lor tl^e best letter Mora oflan than non 
ymi usually get minfiless statetiMnb ttixn silly wee tioys Wei ■iit'i nil tfeitBtDfr 
luir ytiuir readership Not iike my letter wasn t Qtat a tru^ supwt) read*^ Just 
(oHmgM 
John Luke. Klhwtnnlitg, AyrBhine KAT3 9SX 

The Atari doesn't really have tetter sound capabilities than the 
Commodore 64 - it's tb» ^rrrount of extrg memory the ST has 
which allows it to proeHioe aamplad snund, digttised speech and 
all those other pieSSk^ tutUb mffacts, 

UNBIASED RfWEWERS 

Dear GAMES MACHINE 

Atout 3 year ago vvfw) ^ got my paiper round J started buying CfU^ an^ 
user I had had my Spectrum Since 198? and had never had the money to ftuy any 
up to dale Qames, I enjoyetd Sinclair Lteer, but it was CHASIH ffaKreaUy showed me 
wTiat I rtftd teen niissmg all those y«at^ Atx>ul a montn ago i sou my Specinini 
and I am getfing an ST I hHked aniuid for an Alan magaime but lound that they 
were reaaiy poor qiMhiy. 3fKl did little or ncAiMng to iinpress the gones player 
Fortimaiely I read m GIUSH atiout THE GAM& IVUCHNE an^ 
amva) it was al I had expeicte^l and more. Ful colQiir f«vl«w3 wMh m depth 
commertts by a very unbosetf board of mnrtewwi. Superb, t for one wtH carry on 
geflling THE GAMES MACH|f«E until sijch time wttan Hewsftekl tinng out al Amtga- 
STonlyniaganne i nave tncwjuni of a lew ways to irwke THE GAMES I(*ACh*|£ even 
more popular. For a start, try and be a bit less formal. Also, wnuld rt to possible to 
4ndu)e a flints tips and pokes section as rruHiy garnes players are very intereilBd 
In dtem i have at^otteen buying Ace. anolhermuttitorTnatntagaitnt, bulfiti lacks 
the cokuT and depth tliat TGM otter; Your previews en Sp^ Marnerind Bogfty 
Aa>rfor the ST. hawereaify convinced mefhat the STtsthertqdurtefor me Thank 
you TGM Keep up the good work 
Jtmathan HoBowaiy, PortsmcHjth 

THE BOOT BEAUnRIL 

Dear GAMES MACHlf^E 

Flelemng to ydur article on semsm m the scttwarE^ inti^ustty, i would Nii£ to imiw 

wtiy the^ ^ such ohjectton to ihe depiclion ol ttve tiuman femalf bot^- 

A 4^Gk glance tfirougft ttie advertisements tor sohwsre m tf»e same issue 
produces five pieces wf iantasy artworti Rsmgada. ffygar. &)ftot. rrani»f and 
4ihena Admmediy>7megaffffandA(A«rabonileafluiesi:aiUilytiad women but all 
ot Iheih teatute wrtil iwA, muscle boimd men Ian Antoid Schwaneitegger lookadiite 
minotaur m AOtengt Him I. being male, don't Dti|Bct to this sMreotype hnage ef 
(he human male, that of a enmusderlppUhg hero In lad. most mates would envy 
(he bukj oi these portraiits, so why should women ob^ to beatrtilui. pftystcaiiv 
penied females in computer software ^twork 

I don'i waint to put across m idea trist i would accept naiied tKMMs an civ«r 
adventasements out tfierc is no^f^ing degrading about a physically perfect human 
being , We are not bom wdh dothes on the fntmain body, both male and famoie . Q 
a twauttttil and remaikaUe pteca «t evoMion (I actually pn^ the female body 
but that's another story} We stwuid nol Htnock ourselvea 

FinaUy anyone stil disgusted toy ih« evbarian poster, refennng io ttie de^cuvs 
Mana Wflirttalter's lack ol clothing should gitance at the man Ati, shock hoTTH . he's 



J^) 
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oniv wearir^] on« ptea of dotting {not hieluding tooHs) and has a b^;^ 
Maria mimu. m as soft). 

AndriBW K, Pontyprtild, Mid Giamorgan 

Thank you Andnw for giving us ano'Ovr ctiane0 to print »om» 
nice picturtSr 

dUPWCS OR TEXT 

Dear GAMES MACHINE 

I ve just read Ror Handy s tester m yovf Wi issue reading ttti Snd Natiooal 

Cornputfif AiJweJttijrws Cofivenbm (wtiich was Md tn Sutton back in Hovefnbefl 
an<i ^(S oprniofis ofi grapfMcs m advefiture fam^. 

file convenbon was ixg^ntsed between ihe Sutton GMnputer club and Clul^spot. 
Hrhofdmodg^totiief ^ings) run m adventure Halpiknasscllon on Mlcronet. As one 
fff the MIciwiflt advflnnire helplinefs I attiended ttiis event ami Nke many of Itte 
people! m?ttriei^e t thorooQfiJyenjovMmi^lfJatsodoiutedn^At^ ST tervw 
oa^ $a that mv^Vtr&s coyld ftave a go on some tf the latest advsmtufs related 
aafbMn, inoluitog a men pre- repass v^r^n ol Magnetic Scidi's Jnirt^ 

I ftoM lefntflibirtlie day because i ^ to meet and chat to Ml Ice Au$ttn (oif Lewi 
d). eis^ai to Tim Giberts ap<nicins on adventure creators lanti Fergi^ McMeil wts 
in i*ie aodi«n«l, meet itiise (ieopie wtio i had beefi cnatting lo w Micronei m« 
tfw past year AND ^^1 toiooh at some otttreiaiest adventure' soflwarB on a ranQO 
Of macrtm«&, ait donated Dy entnustasts for the day. Does tttat sound \tke a tuadiy 
orpnJsed everA to yvu? 

HaiMvw, t do agw Witti Ron Handv's comments on graphics In adventure 
games. I hwetmnl^jhi^ a seemingly onfi main stand in support of the c^se ta 
graphics In adventures tor quite a wntte now oit Hk^onet. anOonCEEFAX whiere I 
writfiihe regultf A<tve<ntur« SOS column. On tll« Mhoie, Wagnttk; Scrolls grBp{)IC$ 
s« exnilent and t lik# to s«e ttwrn frofn 3r artistic pant of vi«w. I don t care if ttwy 
Oaat contriDute anyounn to solving a game, if m^'n good then i m aJi tor tnemf 
Pgopie 9ay Ihey wndl? RAM am^ tiai Itiey'd rather [tlay a text only Inloconi game 
Weft, KrfiKOiin usa laEsHMitiailf of Miadish space on an ST w AmtgafDrtr>elr text. 
$0 Ifie 'wasting RAM' g^Riment doesn't really hold water 

t tr]m)< Uiat gtod graphics entiance ttie almBspfiere ot an ad^enbtft 
tnemenrfously. which is wtiy I've never really liked the tnlocom games. For itie 
money. 1 fr-tilt machines deserve much better (loodtextis obviousty essentiat, but 
ttiere can't reaihy be thai many die hard te*! oaly purists in ttw world can mere? 
Hksttard C Hewison. Luton, Beds LU1 40J. 

77ie graphics vs t0Xt battta rag»s qr and on it 300m$. It any OfV 
tSsehas strong views on this sutject wfjy not drop RotStoeK our 
home grown adventurous person, a iine, I'm sure he'd tove to 
hear from you. 

TlUrS THE SPIItfT 

Dea^GAhtES MACHINE 

I m wfttiftg to complalr about one of ^r reviews m your Dwyian eoition. H w« 

on paqe bQ. and the ganw In queslian is Bubti/e Gtiosl 

\r youf review ^ qtMad The urge lo see aU i ,000 tislte does seem tt fade 
aitfe^a wMia.' A$ I Hte a challenge I dedded tD Iwy the game 

Mtaran hourof playing : to my anger ami dtti>eN«f I completed me game Thara 
are only 35 halts, 

I am ^ 8 , and a studsr^, so t only earn £10 a weak, Tlu game cost me £20 - two 
waeik£ wages 

Was yojr revtewar drunk, or wai ne bom stcipkJ, 

As t nave Mmitad mon^ availaoie. ! used yt^ur magaiine lo guide me. I am vefy 
(BsafifXHnted with the txrtoome, and theretore consider some compensation would 
be appropriate 
Astitey Dannts, Leicester LE3 SFS 

You'tt t39 f>t0as0d to r0ad, Ashtey, ttiat the reviswef in Question 
has been severely rebuked for his lack of attention to detail, or 
rather he would have been if we Could have found the stupid 
drunkard, ft transpires that thsre was a communication break 
down between ourselves and Intagramntea And ttimre is actuaity 
a thousand traps to overcome or avoid, and not a thousand hatis. 
Both TGM and Intogrammes apologise (or this misinfuirmittion. If 
you stiil feet strongly about ttte ma tter, please drop Infogrammes 
a line, they are rnore than willing to offer compensation. 



IHOUROftGAM 



Oaar GAMES MACHINE 

On the eth page ot THE GAMES MACHINE OctoitHf /November issue was a picture 

of two eleclTK: organs Coold yai sen<i me an atidres^ irom where I could onter 

tfiem'' 

Mr Aki tCetolainen. Kelotie 10, SF-Z6510 UoUla. Finland 

YemAkf. you coukt probably order them from your home address* 
H/lmftwhile, they are availabte from most large retail outlets afttte 
Johr} Mamies, WH Smith artd Pree^tys itk. 



Msx HISSES our 

Oeai GAMES MACHlfJE, 

1 am wfiKng lo enquire wtieBiflf the Software House 'Ocewi' wilt tie programming 

flas&n (fie Warrior t&ng lat the MSX computer. 

Tristan Dunn, ComtM Martin, Devon. 

Sorry Tristan, Ocean have no plans at resent to convert t^a9t^^n 

to tihe MSX computof . 



RNSXlORn 

Dear QAMES MACHINE, 

in your second issue there wert many revtews on SpectTun. Amsirad and CG4 

games, but only two on USX versions . I am a seventeen year old MSX user mysetl 

I like<f tt^e coiTtpan^on tielween drfterent versions ol a game, tM.it in most cases, 
MSX v«rsi.on3 v^ere left oul Such pmes as fretkfyHartiest, Jack thaf^vtfH, 
AkanoidEnil Kr^teutweit rawanived tot Itw olhef &■ brt computers, tutyou aeem 
you don't even know tttal Cheee are also available for wSx Misstng MSX moans 
missing about SOCI,000 poesible readers. 

I'v^ liked yoiff reviews Off the two Konami MSX gams inyourmagaiine" b^am- 
fwreMerand mtalQear. hut please specHy If they are avaHablefor MSX lor MSX 

II computars. 

Saviour Bofg, San Gwann, Malta 

The problems we have had with our MSX computer are soon to 
be resolved. Once ourne wly purchased MSX ft is safely snuggled 
In among our ottier computers we will be abie to review ffte con* 
versions as and wtten we receive tftem. 



aUESnONS, QUQTIOMS 

Dear GAMES MACHINE. 

I have forlhe mean Irme. swapped f^otn CtVG to THE (>AM£S M'^INE. but if my 
comprint IS not settted I shall h^e lo revert iMck te my oM ways. What Is wrar»o 
Witt) MSX'' h's cak)ur. souncr. price, kayboanl and ftmyming else me ttetter ttian 
Ifw Spectrum, if not l^e Commodore 64 and Ai^lad ai wed. So ntiy are y»u so 
compufSf rai^iist? Why does Mel Douctier keep on pibditg on M^ 
m his trivia qui?' Why does it get only as many teviews a& tfta, Oare I say it. 
Archimedes? Why do you have no competituns in which you can v^in MSX soft- 
ware? In- fact, why are your competitions so »ncredltly hard' Will Uiese arad many 
ottier questions tw answerBd in the next issje of THE GAMES MACHINE? 
Roger AdIard, H«rl9 

Tite MSX game reviews will return in Issue Five. 
Mel Croucher picks on everything and everyone without pre- 
judice. The MSX does get more reviews than Archimedes . . . 
iust. We didn't realise our competitions w^tia incredibly hard, 
sorry. Yes, these and many other questions will be answered in 
&te next issue ot TGM. 



UNCLE MEL HELPS mn 

Sir, 

Relerei>ceto Dec'' Jan issue otTHE GAMES MACHINE magazine, die »1fcle by DM 
Crpucherentrtled Heaven's Atwve on pa^e t07, whic^ tells about receiving ^Mine 
TV. Attier by^ sevecal main Post Offices Mm no $ucces$ ancf wnttn^ to the TV 
Licence Office Bfistol who have never heard ol the form and suggested i wnta to 
the DTI London. I s«em to have drawn & blank. I wonder if you could be so kti^ aa 
to M me know where] can obtain the licence in questjorr. Thanking you very much. 

Mr B Dean , Marlow, Bucks 
UNCLE MEL REPUES 

kfy local ihad Post Office aiso ihnhd oH kitowledge otttifs 
IkMJce Form, btit f swear ft exists, hon»st. The problem 
Mfffw to be that the Licensing Auttwrity has gone and 
changed tts&tf ^ntx my pfet^ went to press, and now 
comes under the Wtretess Tefef/nifliy Act, Radio Cotnmttnl- 
catioas Dhfiston, Oepartmentot Trade attd industry, Tel: Ot 
215 2W7, ButdOh^ttotheftv phone Oiem,Mr09an, thave 
aireadys&ttyoueatpyofthefarminthepost'cmt'mareaf 
nice guy. it's £10,00 for Itteiorecefve the wonders afSatei- 
itte TV, and ft's the bargaUt of the ccfrtury. Buy now before 
the Cbanceilor wises upl 
Met Crouctinr 
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VALUE DISK DRIVE 




EVESHAM MICRC@ are shortly 
to be setltng a new Amiga 
COmpatibte dfSk dfive fof only 
£9fl.S5. The drive includes a 
Cittsen drtye mecftanism and a 



long cabta lor conv«n«nt 
positioning. It's design is ' smtall 
as w&U 3$ deathetieAlly 
pleastng' 



NINTENDO 
NUMBER ONE 



A chart published by the 
magazine Toy & Hobby World. 
de(»red The Nintendo 
EnlertdiFiimeftt System to be the 



number or>e best selling 'toy' 
(ranked by units sold) to* 
November 1967. Barbie came a 
close fourth. 



THE GIANT 

AWAKES 



EVEM as we 9Q to press with this 
inuf , predictions m qut article 
on Rare Ltd (page 27} about 
NinterKlo moving heavily into 
Britatn soon are beginning to 
come true, 

Mattei UK Ltd has announced 
that NESI UK LknltwJ will be 
handling the markeling and 
dnfrtiutKin of the Nintendo 
Bttortainment System in the UK, 
and NESI is led by the 
combination of Ron Judy andi 
Bruce Lowry 

The Key name hefe i« Ihat of 
Ron Judy. becaiJse he goes 
back 1 long way. He started out 
in partnership ^ith Alan Stone in 
197B in Seattle as Far East 
Video, the company that in 1 960 
vms \sken over to become 



Nintendo Of America, Alan 
Stone is now Vice-President 
International -Coinmercial 
fVoducts Division at Nintendo Of 
Amenca (a title needing a wide 
car for the parking space), while 
Judy was Vice-President of 
Marketing [srnaller car, but n>ofe 
powerful peftiapis?) unttl his 
recant new appolnimeni to 
Britain, 

The move twra^fls a powerful 
push to repeat m Britain what 
Nintendo has achieved tn the 
past three years m the Slates. 
NESI is already establishing a 
UK base, and we can expect to 
see a large TV advertising 
campaign before much lor>ger, 
backed up by point-of-sale 
displays in major stores. 



WHOOPS APOLOGIES 



TGM stated tn the last issue that 
the Ninth Amstrad Show 
(organised by Database 
Exhibitions} was to take place on 
the 19lh ot Feixuary. when in 
fact the doors opened on the 
second o( that month. We wouW 
like to apologise tor any 
confusion we may have caused 
and place the blame firmly on the 
shoulders of a typing error 



ATARI SHOW 



DATABASE Exhibitions are 
holding the Atan show m tf>e 
West Hall of Alexandra Palace 
between the 22nd and 24th of 
Aphl (fionest!). Tickets on the 
door are £3.00 for Adults and 
£2.00 for non adults, £1 .00 less 
if paid for m advance. 



MARS COPS MISS 

THEIR LAUNCH 

WINDOW 



MARS COPS, the space pUTBUil 
game from Arcana onginally dUe 
iate fast year has hit a few 
implementation problems and is 
not likely to appear now until 
May. 

The gaitie has proved to t)e 
nK>fe ambitious than even 
Arcana first ltiou9htartdtfie Alan 
ST arrd Amiga are bemg pushed 
hard by the author. With Mars 
Cops beir>g delayed, Arcar^a's 
ma|or dnve into the 1 6-1x1 
market will now be (>(oted by 
Powe/play, the game of the 
Gods. 



A SUCCESSFUL MOVE 



KONfX the Welsh bwed 
company formed two yoars, tig/0 
by Wyr* Ho4loway and his wife 
Sandra, have recently moved to 
a new larger factory. Ttie move 
foJiows the ©nomfious success 
of the last twelve months m 
which ihe company more tfwi 
doubled lis turnover to over tialf 
a million pounds a month. 
Th*! fjpening neremony was 



perfonned on tt>e I5th January 
bfy the Rt. Hon Peter Walker, 
secretary of state for Wales. Also 
in attendance was the MP for 
Blaenau Gweni. the Rl Hon 
Mt ch a n i Foot, Or>e of the most 
immediate effects of the n>ove 
will be extra space ar>d the 
3pportuntty for Konix to doutjle 
ihoif workforce. 



micRO 

DOC 



^IIb^s&s 
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V (0384)374332 



SPECTRUM 

COMMODORE 64 

ELECTRON 

BBC B STD BRD 

C16/VIC20 



ei4 95 

£23 00 
£20 00 
£20 00 
£20 GO 
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1S6 Lo«*r High Street 
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ROBOCOP 



OCEAN hav« nabted the 
software license for the 
AmerK:^an blochbusier fi^nn. 
RoboCop. Howevef, they're 
c^terrrriiied that rt sKouldnt 
follow in the wake of stuch 
disaster? as Kntgtit Rider and 
hUghlaniief. so RotoCcp the 
Qsme is not io be released until 
leprember '8a to, A; «ins4jr<a the 
^ameplay has depth and the 
{^eraj fsel of the film, and B; to 
coincide with the Video release. 
The film, set in the near future, 
concerns the violem murder □' a 
«|lMt cop who i» reborn (rebuilt) 
as tt>e uHimate ctime fightef - 
Robacop. It stxxiid be on 
Nation wkle release by the Itme 

Cread this, although 
sfield staff were lucky 
enough to be mvited to the 
prarrfer - from wfndn they 
returned full of praise for rt. 
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SPECTRUM 



CASSETTE +3 01SK 

£7.95 £14.95 



J. 





CDMMDDORE 



CASSBTTE DfSK 

£8.95 £1Z,35 
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BEAT THE SYSTEM . . . Now For the crew af FIREFL Y there is no home - just a desperBte 
mission to eliminate the mechanoid Brmg which has cotonised the solar system 



Ocean Software Limrted • 6 Central Sireet ■ Maiichester - M2 5NS ■ TeteptKwe 061 832 6633- TeteK 660977 OCEANS G 



iS^s 



SINCLAIR 

QUALITY APPROVED REPAIR CENTRE 



LOnPUTERl 



^LAO. 



*** 



^ 



HOW TO GET YOUR 48K SPECTRUM REPAIRED FOR ONLY ElS.gSVpiJ 




SPECIAL OFFER! 



*n^j nor „£pS-'*5r iCw*- ordiruri^fl#T:Pi'^rt--Hn-tr 
f\ wiET 10 

SPECTRUM + 

DJ.Y. Upgrade 

kit for only 

£24.95 + E1J5P+P 

r can &e fitted for onlv B1 ,90 + 1 .75 
postages packing 

LIMfTEO OFFER 



LITN 



SPECIAL OFFER! 




• wnne voti wait spectrum repair? £I2.H 
AJiO spare parK o^#r tfie c-puntfr 

• AH comButcrs njiiv ovg-rrmiit'ti and Fony 

« Fuiiv Jniurea for m* return loumey 

• Fixefl low pric*^ at CIS .9* inciudina post. 
tiacKingantiVAT iNctaCKTwe^-nprrce 
ot rMiiy up to CM.oo wmen som* o* our 
compf htor5 are tiuotmij) <M3H order ofilV' 

• spectriiTTi issif-piut 2 rto3tn £15.00 



ffCSr SERVICE - 



Six top games wortfi £38.00 l*Of VOu to 
enjov ^na piav *irti eij*fv Spectruin rtpalr 
we repair Commotlfire Ws, v(c 2tt's. 
Specti'i.jm-^jjConiiTkociorei&'ianci Plus 4 5. 
the most up to oate test etjufprnent 
oewlDpM t>v ui to fuiiv t«t jnd fina ill 
fatriti wlttifn YOur camputpr. 
K#vt>OAra nemtrj, sotctrumi rijt}Oer kev 
&aardionEvctO.OO. 
J moflWi written ousrantH on ^ii repairs 




no.ds 




REPLACEMENT ■ 
POWEfi SUPPLY 




ARE YOU ANOTHER CUSTOMER - fed UP 

waiting weeks for your estimate? 

Ntea yoijir computer cepaifed fast' Therv send n now to ifie MiMnt»r Or»e Ret^air 

CCHnpanyinttieUK Drca^nriAna^eeu^JtourtuiiveauipP^ti^^SOOMuaretoDt i^Q'k^hoG 
witfi an tPe latest test equipment available n'ou are more man welcome 
We *iil reosif ^'Our co^rnpute' *h:iE v3u *j t and heiip vou witti an> o* your cecnnicai pro&ierns 
Commodore compuiefs repj^feo for oi"iy £!S » Piei?,e note *e gove you a 100S low fljefl 
pnct Qf E19.9$ wnicn lntiuae<; return po?? an3 ,pa<:i(ing vAT not a between price mre ^ome 
otner ffepair companres offt r We Oort t .ssk yOir tc ief^a i •: heque m for tue maj-rm um amcunt and 
Slwctr voti with repair Bii:s tJP upvward? Don r forget *e are Am^Trafl aproved frj* quamy jnd 
tPMd aon E riSK vduf cprnpuf er cO' Jny otnef unaurnofiieti repair centre we dont juit repair ifie 
fiuit ind vena your computer patK we give your computer a - 

OVERHAUL WITH EVERY REPAIR WE DO:- 

We corfect colour sound Keyftoafd. check me loading and savins ittip- Put n*w feei ofi 
rn^ pj5e if required cneiif for fb'i mernor> mecii jm socife» incujtiing ear..' mike and replace 
w^e^f ne#ofd ah for an mciuii^e prtce Pf t'(4 9s tncluding Mr. all paiti, HHurance and liott 
and paEkine No M<Hfri «xtrj<^ whjcfoever We 3on r hjve to Doitt too mucn about out 
sfvice as wp rrave tiOtiiana?. 5' cu^fomeri »f srr ^i> ovef the woria nmniy dehQlYtcd wnn ou' 
sefvice fl flrin cisss neputattofl for jp««J and accuracy Don t forget we iiw fkow na^^e s 
service Bfan.cn m Manetieiter CWy centre fp<" whUE you wait ie-rvice 




Spectrum 

replacement power 

transfOrmefmB 

plusEl 7lp#p 



jovii(4C>: tnd itim Duh Pwi 
4K(viw>*<MKi rttH pfmoas^ 

rirms t*n be B**hfS«l 
5t|i«*iel¥. Itjin Pt* POIT TiirtO 
int«f4|t4C1Z,?5 - tlTSptp 
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MEMBRANES 

r" 



SpecC'um ktvBptfd 

Spectrum Pkjl iij-r 
a Fftward memp f a ■- if i 
E13100>LJSCtT',[;ic 

EiOOriu^ El 7;ptp 



URCEKFT NOTICE rjonT be rt^isiea oy aoverts snowing tsetwetn prices ' a recent 

complaint sgjjmsE a Mane Hester repair firm, Msrtcomp was upheld by ttve Advenlsirigl 
Standartt? Autnority on two counts, itnaa stated BBC repairs between £1 J and MS 
then cfisrged tne customer C85 Their guarantee policy was n^iiieading as it dW nor 
maice clear tiiatsJi repairs were not covereo 





EDITION NOVV MO^^E-ss 




OFF 



COlTlir«0Drr 
ir40HCffn*ni [»**» 
trmilQpTWf Clt SO 

Diuf. Ct.TIPtP 



'^SPECTRUM 
+ 3 CASSETTE 
LEADS 



LOAD yWJ! CASSETTE 
SOnVi^AHEINTOVOUR 
5 USING THESE 
_- LEADS 

£7 75P4P 



ON OFF SWITCHES 

FDR THE SPECTRUM 
A«D SPECTRl/M + 

]06T SPEn'Rl/M 
!OC?A 5PECTflt;M+ <'-. 
£4.95 + I79p+p 



JOYSTICK wn 

yOURSPECTRUM + 

siMCuin joirsTttii AD*pnifl ron 

CaNH.ErTlM[l SPEOflUM *'2 
CCIM.PUTtRS TOMET lOTSTiCXi ' 



N^ew D igge r catalogue now avsi labie conta i n mg aye r 2 500 irenii i ncSufli ng software for all compucen. itJvSOtlts, 
S(J3 re parts d u? mess software dock?, ofsis many more. Ju«sendJ'iaostaniD4forvourflr»copi¥. OverTO'page^ 
full of top quail tv products delivered to your floor &v return post 




14Q High Street we^t, ciossop. Derbyshire ski3 8hj 

Tel 0J57iI^6655S/ 57761 

Head Offtce & Access i visa orders queries. 

Mancrifister (K1-2360J76 whfte you wait r&pa I r centre ontv 



COPYRIGHT VIDEO VA U LT LTD N o 881 052 FAX N , 04 574 68946 





POST + PWKIW; 

CHARCESUKONLY 

QVEfKEAS 
POST + PACKfNC 
CHARGES PLEASE 
WRITE F0» 
QUOTE 







THE ^VIDEOVAULT COMPUTER COMPAMON 

Anybody who has a computer must get their hands on the new 
computer companton, over 2,500 up to date items from all 
the leading manufacturers. 

Whether you Have a Spectrum, Commodore, Atari St. we can 
cater for you, We have disk drives, ioysticks, interfaces, 
in fact everything you coufd require for your computer, 
from games to business software, 

NO need to shop around we offer a 1st class delivery 
service straight to your door on all major items. 

HOW TO ORDER VOUR PREE CATALOGUE 

Just send usS x 18p stamps to cover the cost of p&p and 
we wHl rush you our new edttion straight off the press, 

VIDEOVAULT- the market leaders In computer repairs^ 

& software. A company 
you can rely on. 













SMce 



+ **^Hrr*5l^?-^osf 



jTEMS 



ff^^ MUSIC "«""" 



VIDEOVAULT TEN ^ STAR SERVICE 



• Alf major titles — *« * Blank media 

• Aiileading machines «3 • Budget software 
■# immediate defivery t-*^ ^ Peripherals 

• Telephone orders by ACCESS or VISA ^ Up-to-date information 

• Orders taken by telephone • Regular mailings 








PLEASE RUSH ME YOUR EXCITiNG NEW CATALOGUE 
■ AS SOON AS IT IS AVAIUBLE HOT OFF THE PRESS. 
II ENCLOSE 3x18p STAMPS TO COVER POSTAGE COSTS 
^in IMR/MRS/MISS 



ADDRESS 




140 High Street West, csossop, 
Derbvsfifre SK13 aHJ, England 

Tel 04574-66SS5/67761 

Heaa off tee 4 Access 4 Visa orders queries. 



WE NOW HAVE FAX: lOJ 4574 68946 
r COPYRICHT VIDEOVAULT NO, 881082 



I 
I 
I 



POST CODE 



BLOCK CAPlTJai PitkU 



|CUT OUT THIS COUPON AND POST IT TO: 

■ VIDEOVAULT LTD, CATALOGUE DEPT 140 HJCH STREET WEST, 

■CLOSSOP. DERBYSHIRE, SK13 8HJ ENGLAND 





MONDE? 



The French ERE Infomatlque label, who are 
currently being distributed In the UK by 
Infogrammes, have a very Impressive trio 
of forthcoming releases: Crash Garrett, Cap- 
tain Blood and Get Dexter II . . . 



SET during the lat© 
l930's, Crash Garrstt 
throws the pEayer into a 
melting pot of 
espionage and intrigue. 
Europe IS declining steadily 
into chaos and Nfi^i spy 
networks are gradually 
seeping through Into 

The action takes place 
aver two days in May 1938, 
and starts with Crash Garrett 
flying Cynthia Sleaze, a 
gossip columnist frona 
Hollywood, to the town of 
Lone Pine. The flight seems 
fine, but something nasty is 
about to happen . . . 

The player is Crash's 
'Internal friend' -a Strange, 



but helpful voice inside 
Crash's head which oflers 
advice and guides him 
through the game. The 
action is continuous and i^ 
displayed as static scerii:>:j 
With speRch bubbles, As 
Crash progresses, the 
scenery changes and other 
charactefs appear and 
disappear from view when 
necessary. 

Both the graphics and 
sound are very Impressrve. 
with a sleazy sampled 
saxophone tune on the title 
screen, and superb comic- 
st^'fp scenes. 

Crash Garrett is avallablo 
soon on (he Amiga and Atari 
ST both priced £24.95. 



AYE AYE CAP'N 

FROM the 30 'S, ERE 
Infomatique take us to the 
far-flung future with Captain, 
Blood, an arcade 
exploration adventure. 

The plot follows a felJow 
called Bob Glood, who 
believes the universe is 
about to be attacked by 
yellow Pac-Men and Space 
invaders. His delusions are 
such that he programs a 
giant computer simulation — 
based around a space ship 
caMed the Ark - to hefp him 
defeat the potential 
invasion. However, when the 
program Is finished and 
ready to run. Bob gets 
sucked Into the computer 
and actually becomes part 
of the simulation. 

Pick a piano'i, arty planc-t! Plenty 

of «HpiOring potantlal In the 

Atwi ST w«r«iaii 

Allof Ls FrsncHlt v^rvion 
of Crjiah Oarrett 




The action is split into two 
sections; navigation and 
communication. First, a 
planet is selected for 
investigation and the Ship 
hyperspaces to the required 
location. When it arrives, a 
small drone is ser>t down to 
the surface of the planet on 
a suicide mission to find 
alien life -forms. If contact is 
made, the player tries lo 
extrapolate information 
about where parts of the 
potential invasion fleet may 
be found. 

Captain Blood, like Crash 
Garrett, incorporates 
amazing visual and aural 
effects. The title music is 
sampled from Jean Michel 
Jarre's Zoolook album, and 
the graphics are very pretty 
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Amsnd L'*ng« Dv Cfitttit &ftt«r known ■» G*tD«xt*rll 



indeed. Captain Blood is 
schociyled to appear on th« 
Amiga, Atari ST and PC - 
tnof^ news as and when we 
hear it 



Captain Btoottu»an vector 
graphteft to dt&fiiKy th* «cHo*t, ihrt 
th«y can be HEtAd in wti»n ttw 
•p«CHhip is rt«tic - Atari ST 



-Tzr-T^ 



PREVIEWS 



DEXTER STRIKES 

AGAIN 

FOLLOWING on hom the 
acc( aimed Gef Dexter Is the 
inrifiginativety-named Get 
Dexter ft. 

The action features Dexler 
and his moropod side- kick 
Scooter, whd first appeared 
two years ago in a colourful 
and highly entertaining 3D 
arcade adventure. The 




sequel is set in a new wor^d, 
which Is inhabited by some 
rather strange creatures. 
Playing DeKter. theob}BCttve 
is to solve three problems 
and then B«t €>ut to find the 
Crystal Angel. 

The game is f if st to appear 
on the Amstrad, with Amiga 
and Atari ST versions 
planried shortly after. We'll 
bring you the full Dexier 
story next issue. 



KAANQV CONVERSION 

SOOM to be released on the 
Electric Dreams label is a 
converstorr of Data East's 
coin -op, Katrtov, 

The ptayer tat^es the rote 
of the eponymous Karnov. a 
porky fire- breathing 
Russian, and guides him 
across nine horizontally 
scrolling levels in true 
Gh&stS 'n ' Goblins style. 

Along the way there are a 
weatth of hazards 1o avoid, 
including sword-wieiding 
maniacs, forocious dragons, 



deadly ostriches and the 
most deadly of all — 
bloodthirsty kUier biscuits' 
All tA not bad however, as 
there afe plenty of useful 
objects scattered around 
the landscape which are 
picked up and usedaownst 
the revotting aggressors. 

Karnov iS scheduled for a 
March release - costing 
1:9.99 for all cassette 
versions, »nd El 4,99 for 
Amstrad ar%d Comfnodore 
&4/t28dish. 



A firfr-tomlNng Ruckl* im ttia haro ki Karnov, ElacQic OrHm't convwralwi of 
th« Dwta EMt Obin-op - SfMctrum 



INTER-CORPORATE 

CORPORATION is the 

name of a new actiorL/ 
strategy game from 
Activision. The action is set 
in 3025 AD when the world is 
ruled by two Corporations, 
one of which you pledge 
your allegiance to. Playing 
the Commander ot a deep 



space robotic mining team,. 
the objective is to collect 
large amounts of prockMW 
Minorthian Crystal from sn 
asteroid. However, 
problems are caused by the 
other Corporation who are 
also after the crystals — you 
may have to find out how to 
use the rocket 
launchers . - . 




PREVIEWS 



IN THE AIR TUNIGHT 

INSPIRED by the 1930 Gee 
Bee racing planes, Steva 
CartwrighL who also wrote 
both Hack&t programs and 
Mmns (the US version), h«s 
created a 3D air racing 
game. Goo Soe Air Pafiy 



leatures 1 6 f iral-person SD 
courses wtrich are racedl 
arourtd. 

Sal for a March reieaae. 
Gee Bee Air Raiiy will be 
available on the 
Commo'dora 64/128, 
Spectrum. Amstrad and 
Amiga 



MASK RETURNS 

GREMLIN GRAPHICS' 

third Mask game is soon to 
be available on the 
^>ectnjm> Commodore 64/ 
12S, Amstrad and MSX- 

Dubbed V&nom Strikes 
Btldf, it features Matt 
Tracker as he attempts to 
rescue his son Scott from 
the evil dutches of Miles 
Mayhem, the leader of 
Verx>m. Matt first (Orottks into 
Venom HQ, destroying as 
much of it as possibla along 
tt>e way, and then sleals a 
rocket with which to battle 
Mayt^m himself. More 
details when we hava 
tfiem . . . 



TROLUN6 ALONG 

OUTLAW are sot to reloase 
their second product - TrolL 
Wntten by Denton Designs, 
it*s promised to be ' a slice of 
pure arcade mayhem*. 

Trapped in the 
netherworld of Narc, a weird 
wonderland of mirror 
images, you're set against 
hordes of goblins whose 
sole annbiliort is to send you 
crashing through one of tfieir 
holes straight into another 
Ctimenston — how nice. 

Gob (ins above drop 
death -holes on top of you, 
bur there's no real worry es 
you can jump onto the 
ceilirjg and Continue the 
battle upSide down. Out in 
Spring, Tfo/nssettorre|iease 
on Commodore 64/1 2Q, 
Spectrum and Amstrad. 

OesigpiAd bry t3*r[l on D«a4gns. rniff to soon lo b« r*t**Md on tti* Outlaw labal 



PRESENTING THE 
EOA COLLECTION 

ELECTRONIC ARTS have 
fusi announced a wealth of 
imminent releases. 

First there's Return to 
Atlantis, an action-pacKe<d 
arcade adventure written by 
Mtke Wallace. The objective 
IS to find Ailantts, a task 
which requires the player to 
negotiate t4 difterer^t 
missions. Wtth stereo sound 
and great graphics, fletufn 
to AtiaryUs looks iike it could 
be quite a hit when it's 
released for the Amiga latur 
thfa month. 

Another imminent Amiga 
release is Seven Cities of 
Gold, an exploratiort 
adventure game. The story 
tells of the Spanish 
exp [oration of the New 
World, based upon the tale 
of seven Bishops who each 
established a beautiful 
kingdom there. 

Taking the role Of an Old 
Worid adventurer, the player 
sets sail on the trail of their 
hidden gold mines. Using 
navigational skills the ship is 
guided around North and 
South America where all 
manner of hazards and 
adventures await. 

Following the recent 
release of Test Drive, 
Electronic Arts are set to 
release another two 
Accolade products. Power 
At Ssa re-creates the World 
War II Naval battle of Leyte 
Gulf, The player assumes 
the role of Captain of the US 
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Plantv of Bfltartainmsnt ia providod tiy the locdlm wlwn yau n*Kuni to lAttartdla 
- Atari ST 





On ttw hufil tor k)«t traaaur^ In EOA'9 Sffvwr CMiaa of OoM- Amiga 



Fleet with the task of 
entering and secuhng the 
Quif , which is currently 
under enemy control. 

Heavily strategy-based, 
Power Af Sea also 
incofporaies four arcade 
warfare sequences — ship to 
ship, ship to air. air to ship, 
and ship to land. While not 
attacking the enemy, the 
action shifts to the bridge 
where the player oversees 
navigation. 

communications, fleet 
status and weapons 
operations. 

Pow0r at See is available 
at the end of the month on 
the Commodore 64/128 at 
CI 4,95 on disk and E9.95 on 
cassette. 

Also from Accolade is 
Card Sharks, which gives 



Fancy a round ot Pohar? 

Try Cvfi Shariii from E]«clf onto 

Alls - CQmmtKlora 64/ t2fi 



the ptayer the opportunity to 
participate in games of 
poker, black iack and hearts 
against three computer 
opponents. Out on the 
Commodore 64/128 soon, 
costing £9.d5 for d^sette 
and C14.9Sfordisk, 



On ttw bridga In l^ww At Ss* - Commodore K4/12S 
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The n>le pLayifig CDmi;:tut*r gam4 that'a taking Garmani- ... , 
U^ttfon th« Atari ST 

MIRROR. MIRROR 

MIRROR so FT ha we several 
ne* releases tn the pipeline, 
Pot^ntialty the most exciting 
is Cirwmaware'S Amiga 
version of The Three 
Stoog^a. which stars the 
irrepressible Curly. Mo6 and 
Larry. The graphics, as you 
would expect from 
Cin-emaware. are truly 
magnificent. Stunning 
digitised pictures and some 
gorgeous animation makes 
watching a game in progress 
asenterlainJng as playing it. 
There's 3 fair amounl of 
Speech too, which has been 
sampled from the original 
films and adds greatly to the 
whole e>tperi&nce. 

The actual gameplay 
revotwes around the trio's 
fevered attempts to make 
moriey, and includes such 
crazy schemes as boxing 
and custard pie ftghtsl The 
full story of their escapades 
should appear in the next 
iSSLte of THE GAMES 
^lACHINe. 

Mifforsoft have recently 
teamed up with Spectrum 
Holobyte. an Amencan 
software house who are 
about to launch one of the 
most spectacular ftight 
simulators yet seen. Initially 



,Jung*on 




Thfl best nieht siimuistor ev**? 

available on the PC and 
Mac. it's called Falcon and 
IS a simulation of an. F- 16 
fighter plane. The attention 
to detail is mogt noteworthy: 
the head- up dispSay is 
practically identical to that of 
the real thingf There's really 
too much to exptain at this 
stage — just expect 
something really speoiai« 
Later additions should 
include versions for Amiga. 
ST and p-Dssibly some B-^jit 
formats, 

FTL are a German 
company who also fall under 
the di^stntHJtive banner ot 
Mirrorsoft. TTiey've 
produced possibly the best 
graphical roFe-playi:ng game 
to date, and following rave 
reviavi/s in the German 
computer press. Dungeon 
Master is soon to be 
released on the Atari ST in 
this country. Conversions to 
other formats are planned 
later this year. 



Saga's rmvt Qtob^ Oefwtve, simiter in m^rry ways to th* SO* «>in-Qp 




ZMwi a, Uii'- - - ^ ^ - 'M Zilliofi irs vicwmj this i-biihI is avanablo on f ho Sogu v« ry 

foon 




All |»rle«* VAT/clal1v«rv Inc^lusive 



Jll ATA Dr ^®w Year Special 
•IvMIMKI 1040STF only £399,00 

5?0 5TFM good availobilily. good pfic«.„.,„,..,,^,. £269.00 

5?0 STTM wilh imeg memofy upgraMl*,.,,....,...^.. C33S,00 

1040 STF wilh SM12S mono moritof „,,,„„„,,»,.„ £4S0.O0 

Moga ST2 wiTh mono monitor .,,,,, <.,*...,.,*.,.-.... CB69.00 

Moga %TA w<ih mono monlior „. Cl 169,00 

Atari SLMQ04 Fasor pnnior, graai value al ..,<...<. C1 199.00 

Atari SMI 35 mono monitor C134.00 

Atari SCI 224 oolour monitor, few at ,„„„,„„„„t, £299.00 

Atari SH205 hard disk, new BfyJe „ CS39,00 

Cuinana CSA354 imsQ drive ., E129.9S 

Cumana CDA3S4 Pmeg (dual) drivfl „ £529 00 

Philips CMeft33 colour moniior c/w ST lead £279.00 

Philips CM035? as above, higher rasoluliQn .,..,. £299. GO 
i|E»ira C 10.00 drscvuni on PItilip; rren^Drs if bouif* wih an ST\ 



Ml ST prices inclutte: mouse elc. PLUS 5 dlsfcs of s'waie 
Including graph JCB, wordpro, ulJNty, game and demos. 

UV« CPn qifolc v^*" 'l^' nny comblnnllan t»f hprdw^fii 



S3D STFM 1 MEG 
MEMORV UPGRADE 
noiQtuiiWMMiriivg. tull 
inKlruDtkmi aupplisd. 



3.5" disks 

10. .£1t.1IS in ftlaitic caM< Ctl.W 
as. CJT.BS In M up UM CM.» 

Fully gutrvitMd dwtM tkM imdim 



Your ST soecialist 




ProCopy 

Version 1-5 

PROTECT YOUR 
■^SOFTWARE 
IMVESTWENT 




ProCopy ST 



For all Atari St models 



Q Backup rnO*i 
*^ prtH#CWdWinwtr«1 
{lor arewwii 

3 Mosi pci*«rtut 

copi«' ot It • lyp'. 
Biv*n copi«» nft"il* 
3 support* on* or 
iMQ t\nti*- fl' 
)logbH-*ld*fldf"^"f 



prD€o product* 

bt«t s«Mlnf 
copv proflrim, 

RtOMliif upd«<»" 

.vnllrtl*"»htndl» 

Ilt«tl prgtacilo'ti 




PRINTERS 




tet II rigtit with i Star printer at 
vcshsm Micros tpecfBi prta*. 



63 Bridge Stroet 

Evesham 
Wore* WRtI 4SF 
Telr 0386 T6SSOO 



Prices IrtoludQ,,. 

I CABLE, VAT & DCUVEftV 



We yw 0nci rfrQO<nin«ntf 5t*r 
printBf*. T>iey otf«f « co(t*ln»liofi 
or (features, print qiuiity, rduUHty 
artd VBlue ttial is unbealibla. 
Pont make the wrong ctecWon. 



LC-10 

The Star LC-lO is the new printer from Slar. It rapJaces 
the highly popular NL-10. oneriog signilicant advaniaoes 
over ihai model. Our oiler must be Iha best avai-lisble. we 
include VAT, dativary & pnntar cabis PLUS 2 spare 

ribbons (value C13,90) all for ., C199.O0 

Siar NX- 15 wide carriage version ol NL-iO.. C3i9 00 

Slar NO lO iBOMScpe ,,..,„,... £290 OO 

Siar NO-15 wids carriaga varaion o1 ND-10 £413 00 

Star NH-10 240/60cp5 , £37S.OO 

Siar NB24.10 brtllianl 24 pin, 2l6/72cps £479 00 

SiHf SF'IOD cut sheet faad. lO'mtidels ,, C 59.O0 

Panasonic KXP-1 081 very popular £17900 

Amsirad LO3500 now 34 pnn at tow price £349 00 

All prlcai VATid*i»»iy incluiiiw I r-s,rt^w-J-»,---,r-^-J-'— »»>---— .----i 

Mail dty iWi^r IS. 00 uln 1 1 ^tl^j iF T > jl ■ fr-f ^ Tl 

5«rxJ ehoqut. PO. or ACCESSATISA OVIaA 
^9np *f1*i ACCESS'VISA fnnrtm 
Govt 6f PtC rffKiil v4ks w^comt 
All good* liAfKi 19 m/mnaitf E.tO.E 
Oomri to ci*tn i lUvi. 9 30^5 30 

A1i«i 11 l7Sa ftenhtwr B<t . CcTiier.dftt, Rjmn nftKjm . BW 3BH T*i (t2\ 4l,t **,tA 



PREVIEWS 






PSYCHO CYBERNOID 



THIS spring marks the 
return of RaHaele Cdcco to 
our Spectrum screens. His 
previous title, ExokHi. was 
favourably received gnd his 
latent game, Cytaernoid. 
looks like being a worthy 
auccessor. 

The Cybernoid of the title 
blasta his way across 
tiorliontatly scrolltng 



screens, depicted in much 
the same graphic style as 
Exolon, Weaponry is 
collecte<j along the way, and 
some of It IS pretty bfzarre. 
including such strange 
equipment as climber 
t>laster&, laser tsouncer s and 
horiiontai beamers , , . 

Out for the Spectrum, 
Commodore &4/l2a and 
Amstrad In early March, 
TGM will be reporting aa 
soon as possitile. 



C^ttrnmof^, Shawn h«r« on tho Sp««tmm, ii ih* rww r«l*«e« from Ktewaort 




MULT1 TASKING 

TASK III is the name of a 
new release from Databyte, 
which signals their first 
venture into European 
games: all previous offerinrgs 
have been distributed under 



licence from Amorican 
companies. 

Task IN is a frenetic Shoot 
'em up played across 16 
levels of smooth scroti mg 
action and is to t>e released 
on the Commodore €W/1 2fi 
in the ftear future. 




Sfsrwayft i% oo# of iti* fortheafning Amnga reLfiassa ffom Dl«morid Gwrw* 




Ent*nng wnotfivi*^ in Dmtatftv'sihofft '9m up, T*^ III- Commotior* C&V 

%3a 



Cruel Viman - Juat ana of tlw S6r*«m ITHn Ffigtttmm, 1h* »«« f l*i i a from 
Catcad* - Oommcxlora 04/'12B 



FRIGHT NIGHT 

CASCADE have something 
up their sJeeves more suited 
to late October than Spring; 
tt's called Frightmare and 
shoujd be out on the streets 
by the time you read this. 
Initially aveilebte ori the 
Commodore 64/128, 
FHghtmare is a mu(ti- 
screen platform game spill 
into four ^one^ - the 
Qraveyard. bones and 



bodies, the torture chambef 
and finally the laboratory. 
The action begins at 
midnight ^nd theobiective is 
simply to survive until 8:00 
the next morning. 

FrJghtm«r« has also been 
earmarked for rel'easeon the 
Spectrum, Am&trad and 
later, the PC. March shputd 
also see Cascade's other 
rrew game RInQwars — but 
more news of thai next 
month. 



Ntw trom Loficimt* I9 Bob Winner, a cotnbat vfpMratMn gmtnm - AUri ST 
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QNiy FROM SILICA 



I IT HMII •> JI FM II i ^lil W II I [IW mll H fvm lUpn Tim ft ■«* tiW 
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FREE STARTER KtT ^ Only From Siifca 
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im m» inpa% i^MBi^ «> ipiiiiiim lifcw fBWi^ anuucn. rwi < 

I It MM n mlf tut fan tmn tx luni ! . 
I Ml* « [kT m nWmi Mfita«4 it. m ni m it wiMint wntii •* wuti* fou nM KM MlT now 
I H4ai4n H prifitCng luff iviicifig ^4W« %r Mun tt a imm lpi 0ii« m md w4 of 
. . _ -- --|lttTM«» 



unriMMM' 



I 



4 



t 



1^1 ^^ immm ii iao ■iiH 1a oHw mwTHHV intf nviMllll' IM'^'^M li KT MMpwton 

1IM mm U#OIUO«: cut upf MM on tn> HM«i4 MM HMT-M w OHTrw mrDMXl MM 

IIH k> l IU ii Hij T Hntr IflK K J liiMiM lOMM. 41 iMi I Ul t iH*f oaitHlV Md U lil ll lKl tw* 

I in M IMHMN nMI »(tM « MV tH-H. I*^W ■ CIHI 
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77^£ jP£/Li STOCK RANGE Onfy From SitfCa 

.. -. ■■ iiiiii^iii i iihiiiiiiBiPMinrimiiaiiiifcrt i innriii ntni^fTii wmiih 
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AFTER SALES SUPPORT Only From Silica 
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«?££■ C>iraiI.OfiLff S Onfy From SHica 

*l iHla iM«. ■> iBAiKilB VM Mnsut »t*ri iBjuin <n in 4>citi ifl « SJ m » IW i tantc* aWer- i> xtiy •< 
W«U kM ni ^l iil n n i «*^ t^w MM hj i^' 9^ g«i>*^ Th*H .w* up la 4 P^** ^ig mil vw Lnmi^wJ 
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|T w« atuW Mt Ml tan vnw unw HHxl 1u< «k i<i*utd l«( ^KMI imwU lH Ml «<44A 4 Wii^n K W 
to rii^ii i l wH iwi to-ne* utTtiiriti CMi* WWW WJC* 

FREE OVERWGHT DELiVERY From Stfica 

Umi «9tn V* fJ B Ci mii Diiiaugp VW w itJitr totMn }^ houn rf <pi,toillin A^ Mnt ItodJiwi 
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nuninHKii touv MS tmiintoA jHiOMaiHi 

Pfl/ce MATCH - Only From Silica 

«MJvp*«l«t1lH»iB*liitoi|)ngl(^lHF|flCto Hmu««0litoVton1« fflCC btolH KM mt TMt 
0m imm B«*>rt ■« ba vm^ W *«*• fiM kuy vmr Altol •«l||i#to4- ti>*> S4a itti^ il l>t i i > B < p 
to i MJ i iii ' t )«u fum B tveiHM. wti v«« 4i>>4 SMr «f «i^ «e«pHMq oiii««4 « ir * o-v »>k* 



SO MUCH FOR SO LITTLE!] 

iThara Jt nolhlng truit can comparft with TltMi incrMibla vaJu* lor maoey ctl«ia«| by Aian't 
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AMIGA STARTER PACK 

SAVE OVER £50!!! 



A top quality modem plus your 
irrt reduction to Compunet! 

You get: 

Pate Unnet intelligenl Hayes-compatible modem 

t300.'300, 1200/75, 75/1200 baud), int luding 
autodial, auto an!iwer, duto baud-rate sensing, 
32 phone number store. Normally £16330! 

Modem connection cable. Normallv £17.25! 

CoTTipunet terminal software — multitaskings 
multi-windowed. Normally £24.95! 

PLUS! 

A month's guest membersKip of Compunet. 



ALL YOURS FOR )UST £135 plus VAT! 



COMPUNET -THE LIVE ONE! 

Thousands oT other micro owners, lens ot thousands 
of pages of information, news, features, chat, reviews, 

interest areas, telesoftware — just a local call* away 

with Compunet; Meet people, make contacts wiih 
Compunet's celebrated Party-line and eletironk mail . 

. . play Federation II, the huge new multi-user space 

adventure game . . . publish your own messages and 

programs ... run your own on-line magazine or BB . . . 

Sendf back the roupcin la explore a whole new world? 
*Av,iil>}hk- vid (ivt^T 7D phone rtu^. ihrou('h(]ut tht^ UK jnd l^yblm, 

To: CompLinel (Dept VA). Unit lis, Shi'/alon Btisinr%^ Centfc, 
Wjft5.vsitrlh RiiiMi. PtriVdIt', ^^ldd^- L.Bfj 7|fi 

Phone orders & enquiries 01-997 2591 

— Pf«se fofward me my Compunet 16-Bit «ijrter pack at i155.25. 

— 1 already have * Hiye<i-cqmp3ttblt> modem. Pli^ase *end me the 
Compunei terming! sottware ai ±24,ti 

— Please send me further irtfornnalion. 

— Please debit my Access^Visa tard i (I am over 18} 

— I enclose cheque tor X 

Cafd^k>. ,.„.„.....„.,. ..„,„,„....„,... ,. ,. 

riEKn-Blvr? *aiBvmii'ra«viTXF«^iB-ri»iPi?ril*«'t'it»^<it4i^l<Ft-l4a»ll>tl-l*P-»l»-tiJ-li'"t>i4«>"P'ii"B^BAjiAaii«B^dija 

AddnefS ..„....„.,...,.,„.„.^.,.....=... .,.„.. , 

Wrfo Modem 



COMPUNET IS AVAILABLE FOR AMIGA, ST, CBM fe4/128 
8-bll Starter Pack £39,95 including modem. 



ORDER NOW - ORDER NOW - ORDER NOW 
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THE LEAGUE & F.A. CUP 




Howard Kendall says... 

This must be the ultimate 

of ail strategy games. ..Excellent 



NEVER ■ EVEH ■ HAS .< \m ■■ ;iiirii>nl gdm«tie«n kviilabIC <0< 60 TEAUg 

0l*hith65ftHtC0MPUiEHMAN"_L_ ,. : GENUINE MATCH HeHULTSlnol riiaciir.) 
uKrig IFto mOIVlDUAL ABILHIES d< ytXXt PLAVEHS MITH AM ^MTELUOCNT METHOD 
OF WATCH PLAY 

NEVER' EVER ' HA5a<ix]1tMil<m«f<,«g(>iTi«ntg*iTi«iMlp#«]iti«TnAN&FEA0F lOOCi 
PLAYERS beri^Hn m iNDtVlDUALLY MANAGED TEAMS wim tND<lVlDUAl. SCOyf 
Rf PORTS on 1 jOOO POYERSand >eeCUjeSL ptut •Qukd d*H*H t>l EVEAv CLLIfi i»ntairwig ih^r 
numlMf 01 gam»i played tnid 90Slt *C«»«d Ot ALL 1.001} PLAVERS 
N EVER ■ EVER ' H AS a roo* o j ll managefniHil g«in«' al»9i*(«(| f>ou th* CHOICE OP 
ANY FikTuHE "Qm ANY DIVI&lOM Mritt« ALL 90*<scorwt. ALL IWHu^tl tv ALL in4tcn«t 
piu* Lt*oue TtbiH aAiI fiitit««« tot ALL di*iiiont Hfilh ALL eji«« indtvkdtuMlf 
calculalM 

PLtIS P0lK;<ng Q«1* incgm^ Fu'» MJminiKuWn Sla*l. In|tf>*l. ^y«4» OonxO 
CCinlrQl Malch pF04r»mm4« LOI^u* fn^irt**. QfOund im{»toii«infAt». SauftJ <3«li<<t. 
Fr«!dpO«<t>Csn» Holtl Tp«v«lMip4n»»» L«afu«l"^v« f^omol'o K rHvgBtKtfli.. ftiiiking 
wtlh i<'it«F(>«.ll SachjriQl MtntgsfapciiOKli SavfrliCMity Pf tn lef o^tHiiT 

HOW HAVE WE DONE ITr Bi 1*0 ypi^s o' r^s4>#ri;h ^m} p!|fininf plut UKiQ 

ihe most sopn-?ric*r«i dJta compietiort m«!h<KJ» OUfl AIM naf lo (noducm i*ie 
uiEifTia)<> tn 4 tOOltMll tlrattgy gamt - «• itiifik f«u n Agree «ra hat* 

WARNING - Thti 11, a uKioui mMntmrnwif ihaewj^ t].iin» iNo wm it>ti» 

HOWAHQKEMDALL Myt "Tnif mv9!i>*HtWVltimtttol allatfttW^vf^H *'C9»mnt ' 
COMPUTERS A WERttya 'tltn li bt >*r tn* woi-r rra/istic gamaal ttt kiniH ntim ^»r 
canrt Mcross 
VOUfl COMMODOHf vaffi "On Ovfin^r tnt ^gmv if tlfrttf fHtf or foot6*H 



• NOW AVAILABLE ON SPECTRUM * 



OR OE R N 0«V . . . OnOER NO W . . . ORDER NOW . . . 

£10.95 Including V.A.T. Plus 50p post & packing 



PLEASE SEND CHEQUES/P.O TO 

JOHNSON 



ACCESS RING 

070? 710990 Oamlpm) 



BCflC^PTHDI^ 



39j TOTTER DOWN ROAD 
WESTOfSt SUPER MARE 
AVON BS23 4LH 
Qf^34 ?2044 

COMMODORE 64. SPECTRUM 
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CHILD 




Wfl've a\\ read th« riype - 
'Whi£2kict computsf 

progfammef buy» Ferrari, but 
1^ too young io hoUd a dnving 
licefTce.' Wevft all seen (he 
adwt, 'Do you sincerely want to be 
n^. livnQua and make ft wdh the 
opposiie sex? Thi^ send us your 
progfams." We've al) wrtr^essecJ the 
bar*kruptct«s, 'SdllySOdSOft QOes bust 
ovnng t>aJf a million. Ouane Bimtw. 
aged 14. doe^'t receive a penny for 
writing megal^rt game.' And we've ail 
shrugged our shoulders artd mused 
that there's oi^e Oorn every m^rvute. 

In a cut -throat iridustry thiftl 
employs programmers who are legally 
loo young to sign a contract, who are 
loo old for na(>p4es but too immature 
10 si'uva. who think that fame and 
lortune are tree gifts and wtiose 
BHpeftance ranges from the 
playground Id tha tetavision screen, 
ifwe afe bound to be casualties. 
Exploitation takes several forms: 
withholding of morsey, destructiori of 
aetf-respect, dsmsige to reputation. 
hoiTendoiia and ilhegal working hoors 
and supply of alcohd or drugs to 
eh<ldfeft Cyntcal adults are hardly 
gong lo if sal nmue kids wiiti respect, 
but tipne and time again thie underage 
programrrtar ts e^^pioited with a 
futfUessness ttiat is. quite hteralHy, 
CftninBl. 

Tve invited a *e* vt^l-known 
progranvTwra to talk frankly about 
Iheir eerty SKperfences. I suppose tfwt 
Itiay're some of (tie "luchy" ortes, at 
least tliey had moments of gitwy. 
tjefdre reality hi them. 8ut the price 
tttey fiad to pay was high. The 
fi^lowtng interviews are 

representative of what happens to 
(jHiderageprogfammers, and i assure 
you, gwiAte feeder, that iVa heard all 
of tt^esa stones time and t^nme again. 
On>y the names change. It's not my 
intention to open up old wounds or to 
act as a mechanism for private 
disputes and sisg^oft matches, and 
because everyone involved is still 
active within the bnismess. I've 
decided to replace certasn names with 
BBlensKs. That's what n^gazmes 
normally do with swear words, after 
alt. 

Let's begin with a rrtature old gent 
of ia named . . . 



FERGUS MCNEIL 

MEL ^ SorTwthing happened to you m 
a toilet when you were 14, Tell us all 
the sordid details, 

FERGUS - Ha> Hal Ha! I name the 
guilty rnen - Limetree MarKeting, now 
banknjpt. They offered me five 
hundred quid for all my programs, and 
everything I wrote for the next ten 
years, can you belteve this? I took a 
day off scfKjol to go and see them. We 
met in Euaton Station in the Superloo. 
I didn't Krxjw what a Supettoo was. 1 
do now. 

MEL - Within a few months, when you 
were 1 5 years old. you'd wntten Bond 
of the ^irtgs. and my old mate Ian 

Eliftr^ tcjtd you to f"* Off. fight SO faf? 

FERGUS - Almost. It already had a 
Sinclair User Classic, end we'd been 
doing weil mail order with It, but yeah, 
Ian said f" off. Than he changed his 
mind. As a matter of fact Bored went 
to a different outfit altogether, the guy 
in charge was frequently to be seen 
floating a few feat above the ground. 
Know what I mean? 
MEL - He was 8 stilt *aH<ef^ 
FERGUS - Something like that, I was 
very young, very impressionabte. i 
couldn't betieve ifmt they pk:ked me 
up Irom tfw station in a car for God's 
saKo Just eo)oy yourself and we'll 
pay you mofiey' was tfie rrieasage I 
got. ATMj that's what happened. 
Number One! ^5% royalties, !S% 
retention, no advance. 1 became a 
little star o vef mghl M was great . I even 
got my first royaMy cheque. 
MEL - Whal did you buy^ 
FERGUS - A coffee machine, to keep 
me awal<e. because ttvey wanted a 
sequel by Christmas. We wrote it in 
under a month from conception to 
master tape, Things were pretty weird 
even then, it actually got to ttm stage 
of threats of violetH^ between certain 
Owners of certain companies. Weaiso 
got a C400 advance . . . Big Moneyl i 
didn't know any better. Everyihiing 
was great except for oi^ thing. 
MEL - They went bust! 
FERGUS - Exactly* tt got to the polr>t 
wiierti we were expected lo run a non- 
existent company. Mani^irtg the 
phones, doing the Microfairs, the PR, 
it was ail brilliant stuff, but the money 
wasn't exactly coming in, 



In his fourtli 
iiivestigation 
of the Software 
Industry, that 
well-known 
social-worker 
Uncle Mel turns 
htsspottlgmon 
Hie pftfalis and 
rEpoffs faced 
by young prog- 
rammers. 
Mel 
Croycher andi 
the Editor want 
to make it clear 

that they 
remain neutral 
regarding the 
statements 
made in this 
jtivestigatlont 
and whilst tak- 
ing Its con- 
^liutors^ com- 
ments in good 
faithf accept no 
responsibility 
for their legal 
implications. 



MEL -The contract? 

FE RGU S •- Don ' I make me laugh. We 

were threatened, moral btadonaH, 

then a certain person quit it>e country. 

""" (jid a runner overnight. We went 

to anotfter company on the rebound. 

ariii our next game flopped God 

knows why - it got every accolede 

goir>g, but <t d^d resfly really bedfy. 

Pathetic i could have dan« tietter 

mysett, It fell apart, I had to start 

lOQhing for advance payments just to 

cover myself. 

MEL - Did you f'lave any advice, or an 

accountafil, a Limited Company^ 

amwhing? 

F8IQUS- 1 snil haven't. Mel Bui I'm 

jfM about to get a 1 1 1 ha) organised , My 

parents were womed about me being 

Nable for things ifs taken me four 

years to wise up. You get bullshitted 

all the time. My next big mistai^e was 

to take on programming of a licenging 

deal in a set time i practicaliy killed 

myaelf, 

MEL - What do you mesh by that, 

hooestly. 

FERGUS - rd |ust discovered Pro- 

Plus. Some sh*''fTead said lo nne. 'If 

you laKe some of thiese. you'll be able 

to finish on tinne'. It was a very silly 

thing to do, 

MEL - How old were you when you 
were be<r>g fed ctuga? 
FERGUS - About sixteen. The certain 
person tned to get me onto other stuff, 
but I've always been a good boy. 
Uncle Mel. I've never taken anyttiirtg 
iiie$aL so i srt here m my igriorance 
•eying tfut it's bad foi you. I was 
getting susptckMjs, mind, i didn't 
sleep for about two weeks after 
f«ntfihing that program, I was so 
speeded up. 

MEL - They pushed you too tiard? 
FERGUS - You're committed to 
something, you do It. I waa also 
becoming a bit of an aloohotic at tie 
time. It wasn't loo much lun 
MEL - 'Vou said you drdn't use drugs. 
F0tOU$ - I said no itiega! drugs. 
Alcohol was how I managed to keep 
giving, the only chance for relaxation, 
loo p4aeed to type Going from bad to 
worse. This sounds a bit 
mekMiramatic reaUy, but M was quite 
bad at the time. It vms happening to 
loads of young programmers, The 
rnagazines are treating you like you're 
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somabodY wOfthhArhile, you're noi 
gvtting paid ior rt. Vhsy say come on 
Fergys, buy us a dnnk, oas youV^ f" 
ing rich.' Yqu keep up the 
app«Farancd. Vou kid yoursetf that 
/ou'il gel paid one day. 
MEi - Who's buying lur>di? 
FERGUS -Me 

MEL » So I'm doing exactly the same 
to you 

FERQUS - No, I'm doirtg .^IrJght now. 
you're a friend anyway, no that's not 
fair Besides you need ih© pubiiclty 
you poor old sod. Mel Croucher Mks^ 
the mari w<ho started it all! Give h^m a 
pbl! OK. basically, it was an awful lot 
of pressure. I wasn't ready for it. I 
couldn't handle ft. They had to lorce 
me lo pfogram, I didn't toe* wan. 
MEL - You look well now, the love of 
a good woman does wonders. 
FERGUS - I'm lucky to have her. I 
tried to keep up an act for the public. 
but I like the pubH<^. l toved the 
autograph hunters, i thought I was a 
nobei, but insids I |ust wanted 
someone to p4ease give me a rest. 
Um . , , 

MEL - Ihio w dare you eat . k^p talktogl 
FEflGUS - Sorry, Sir, I took a bit Of 
tjadiy needed t^ off. I'd popped out 
of college by then. When I'd got 
my«slf back togettier I started to get 
four figure advances, nearly five 
figures tc be honest. I looked at 
mysslf, I decided to run things like a 
tiusiness. Stop reJying on other 
people's gear. Open a bank account. 
MEL - Give THE GAMES MACHINE 
rmtitrs some words of wisdom. 
Suppose there's a kid out thef« wHh a 
goodpfogrsm. 

FBIGUS^ Don't let the ej(Cilefner*t ot 
the momerit get to you when someone 
stitnws interest, it's r^lly exciting, but 
it blinds you to reality. Never sigr 
anytt^ng on the spur of the moment, 
sleep OA it. Shop around , Remair 
potite. but keep firm. IVine times out o* 
ten aome guy wilt put his arm round 
your alxHjidflr after blinding you with 
glitz, and say something Uke 'ao that'a 
5k then, we agree. ' Andyou sign, and 
you're deed, arxj your product is diead 
to you. Whvn kidi$ phone me up I say 
'ihoja around', for God's sake dcsn't 
isy yes to wmeooe *ho oflers you 
pie in the sky , A kid must respect the 
sofhivare house, but they must also 
respect a l^^year old kid. who might 
turn <n something go4Xi soa>etiTne m 
the fLElure. Reelect doesn't cost 
■nytfing. Finally, only sign jway the 
rtgliti 1v a particular fomiat lor a 
partioular country for a given advartce. 
TTwe's the merchandising, ottter 
fofmais. oth«r countries, the book, the 
film . . . 

MEL -The (aw suit. 
FEROUS " 'f'ou stiould krHsw, 
QocHiather 

Deep In the bovwis of Cortjy lives a 
fellow called . . . 



NEIL SCRIMGEOUR 

. . , wfio writes adventures und«- the 
guise of Sigma Software Designs He 
tias gone into print euggflsliog thial 
npoffs and pitfalls ooutd be chal- 
lenged by the forrrtaition of a Com- 
puter Pfogrammers" Union. I asKea 
him to elaborate his ideas, 
MEL - Pnsgramn^ers iike Fergos 
UcNett have learned by their mis- 
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takes. Now ttiey say ttial if only they 
f^ad had some supporl and advic« 
wttery they started out ttiey could have 
avoided a lotofgnef. 
NEIL - Right. As programmers we 
need some sort of mechanism to 
exchange mformiation about who's 
rippkig people att, about what sort of 
adtwices can be eitpected. royalty 
rates and standard contracts. 
MEL - But supposing you got several 
'big names ' to ftpat this idea, and thisy 
managed to get organised, T>ien they 
decided I hat a rogue softvvare house 
should be blacklisted. What is thereto 
stop tt^ai software house from using 
even younger programmefs. and 
swindling ihem. 

NEIL - The power of the pen1 Kids 
read the magaiines, they'd get the 
informal ion thai way. 
MEL - What about iibet. slarxier? 
Would magazines pnnt stuff like 
"Programmers Unkm says 

Qrungesott are a bunch of cowboys', 
No^body welcomes lawsjits. 
NEIL - There's no problem it it's true. 
When a software house tails to de^iver, 
hwe all get hurt to a certain ext«n 
because the public gets a bit more 
disillusioned about the whole indus- 
try. The Advedising Standards 
Auttionty has no real teeth, only gums, 
so rt can't do much apart from $uck. 
I've already written about the Adver- 
tising ^andards people carpeting a 
certain software house over a spofts 
slmulatkjn that went mis$ing. They 
said that the reason was the program- 
mer had died* 

MEL -That sounds reasonable tome. 
NEIL - Trouble was the kid was strti 
alive, and he had one hell of a time 
trying to convince ott>ar software 
tiouses that he fmd risen from the 
grave! 

MEL <- Which Bofhware houae was 
this? 

NEIL- Ocean 

MEL- OK, Name some morenam^, 
NEIL «■ Central Solutions. That's a 
good example of wtiat I'm trying lo 
promote. Wheo they were go^ng 
under there was no easy way to warn 
off programrnerS who were Still Sub- 
mitting stuff to itiem, But lt>are's 
something called Adventure Contact 
whtcti goi itMif organised and man- 
aged to gM back the vast ma^ortty of 
adventures before the whote thing 
went down ttw tubes, 
MEL - Yee, I see your point, but OAy 
to day would a Unton Work'^ Wtio'd 
flrsBnceit'' 

NEIL -- Many olhet ieisute irtdusthes 
have a union, musicians, wniers - - , 
MEL-Prostnules. 

N£1L - Programmers are pfOStitutftS 
toaowlain extent. We go around say^ 
tng ttiat the software industry has 
come of age. and I'm saytng ifwt it's 
lime we hod an organisation to prOlect 
our interests, r^ot just for the hassles, 
but aJso for advice Itial would smooth 
I he way fcir all concemed A bit of 
courtesy from software houses 
wouldn't go amiss either. 
MEL '^ Who's been discouneou9 to 
you? 

NEIL - One outfit accepted an adven- 
ture from me. They even agraad • 
pnca Then they wantad SOnt« 
graphics to go with the text, Afngftt, 
30 I sent thie goods and waited. And 
waited. It was September 1986. Oct- 
ober, November. I kepi pfmning. 
December, January, no response at 



an. nothing. I asked them to return my 

program, tt^ey |usl ditfn't bother to 

come tjack. 

MCL " tt may ^ufpnse you. I got 

treated Hke that by 1fx»e ladies ol Si 

Brides. 

ft took rne a. long time to get the next 
young man to talk to me, and I don't 
think I've ever conducted a more dis- 
tirrbirtg interview with someone in 
garnes software By the eryJ Of H *'ll 
admit that we were txrth m bria. Ha 
asked me not to use his real name, not 
tiecause hte is astumed of wtwl hap- 
pened to him. but because hedoean*! 
want his parents to be tmrt any more 
I'll calt him . . , 



JOE 

MEL - Telt nrte what ha|>pened m 
1983, why did you quil schiooi? 
JOE - I dkjr^'t exaaiy quit. I just 
fecKor>ed thai I didn'l need to go to 
university to make it, so i didn't go 
bach to take my A levels. 
M^ - Wt^ do you rnean 'maKe It'? 
Wtiat happened m '637 
JOE - I'd written a few garner on tfie 
Spectrum, and I sold them mail order, 
advertising in the back of Pop Comp 
Weekly. I used to copy ttiam by hand, 
tape to tape« and photocopy tfw 
instructions down the library. Siid- 
deri^ I was rrtaking a lew qutd, quite a 
few actually. I used to read aboui 
other pfOyiammerv malting it. and I 
knew I was as good as them . I used to 
read about people Jike you. and see 
you all at tfie Microfairs. with kKte 
ttvowing money ai you. I goi talking to 
a tew software txHises at itw Micro- 
faira, and they all said yeah, ^eaL let's 
have a look at your siuN, Tt^ertl^ar^ 
offer from *"*■", who were mega at 
the time. 11 was all ireredibiy fast. 1 
mean, all of a sudden <i was me they 
were wniing about in the mags. 
MEL • I remember it very well. 
evaryone said you had wntlen a 
classic arcade game. 
JOC - Yeaih, That's what 1f>iy said, (t 
sold squii lions. 

MEL - Did you have a conlracf 
JOC - You must be (Oking! I didn't 
know what a coniraci was. ttien ttiey 
wrote nfe a couple of cheques for 
what I thought was a bloody fortune 
Looking t>a<;k, ttney must fkave npped 
me of lor thousands It wasn't money 
tfiat did thi« damage . . . you know 
what rn^ talking about ... it wasn't 



MEL - 1 presume ttvat tbey wanted a 
follow-up from you. 
JOE - They wanted more tfnan one 
They wanted as rnany as I could wnie^ 
but It's not that easy you know, Ptog- 
ramming is a doddle, bvi it's ttie idMts 
ititft are tfie problem. I didn't get any 
sleep f^ weei^. months, and I got into 
the drugs a bit . It was crary , I ' d gi ve an 
interview fuii of gobshrte about how 
giWt everytNng was, and wh>a1 1 was 
working on, and id go back to my 
cupboard and stajre at the screen aM 
night, like nothing was tiapperiing in 
my brain. 

MEL ^ They knew you were using 
drugs? 

JOE - Of course tfwy knewf Half of 
ttiem were out of thecr brains too, but 
they appeerad so rxxmai', it was me 
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wtx> was paraded round Uke some 
son sf a dfOJi freak. Vou want tha 

num.. 

VKL'H you want to tell ma. 
JOC - 1 wrote orw gf eat game^ ( ripped 
It off from a malnlraine idaa, but I did 
(t 00 iha S0ectaim, and it was i>i>oodv 
good. EvQfyth^ng since then has bean 
a conifMe Ne. all \tm crap I've bvm 
saying about (tie stuft I m wortctng on, 
«v«ryttiing, or» big lie. WTi«*i *""" 
wint bust I was (aft with nothing. I 
(fidn'l ttavs any ngtils to my own work, 
I didri't have any self 'Oonftderrca, all I 
Y^ was a head full of aiT>f}heiafnin« 
sulphaia arK) tiope snd 1'" all else. 
MEL - No question ol getting back 
knto educatJOfT tor a try at univarsitv? 
JOE - 1 dtdn't evert know what day it 
was. let alone what my options were. 
They buit&hined meaton^. making me 
work mghts. weel^ends, letting me>put 
of my cage now and again lo go lo 8 
party or do an imerviQw. And you 
fcnow the aickeat bil of ail? 
hKL-wau, t 

JOE - 1 had lo gel my Mum to sign the 
bd of paper which signed all my stuff 
^way I didn't even have a bleediftg 
bank account, If . . she ever knaw 
stw'O . . 

M£L " Lootf, I'm QOing to stop the 
tape 

JOE - What forT ve 90t no pnde left. 
MEL •Yeah, but rriaytw I'm eiiploiting 
you just like everyone tilse, Tliat'S 
wtiiat n feels like. 

JOE - Vou haven't ^t a f'ing due 
WfhM H fsots like. rKioe of you. Why are 
you interviewing rrw anyway' 
MEL - I'm not S4jf e now The idea was 
10 warn, no, t mean the KJea was to try 
and . 

JOE " r>l wnte you a warning male, 
be a prograrrimer and let the r'*erB 
crucify you' How's that! Qh yeah, and 
navar ever write a tut game . . 



Now and again I meet a young prog- 
rarnrtef, sweet- smelling and inno* 
cant, and offer my wtthered muactee 
(or a leg-up into the wikj frontier of 
CQinputing. Enter 

JAS AUStlN 

jOifH tourider of Creative Reiality. and 
SiTthor of such program's as Siatns, 
tVs'and Nefnests the Wartoch. 
MEL - Vou were \*, you cJidn't know 
HitiSt you wve worth (or how to prog- 
fam). Who was the first person ever to 
np you off? 

JAS - You were. 'Vou gave me a tag 
of j«t^ batMes tof a pf ogram , but you ' d 
already eaten all th« red or>e$. Actu- 
ally, I rernember vary well what you 
paid. Twenty- Tive quid, outnij+tt fee, 
flc royalties. Mrod you, I don't know 
v^ho came out worse, i1 was ^ crap 
game. Then I thcvght I was rich. Vou 
gave me C25D advarH:e for the next 
one plus pathetic royaHies- 
MEL - 1 must be slipping! PtoyaltHra? 
JAS - And at least we got Ihem every 
month, whtch is more than anyone 
else ever did for us. Your last one, 
from Automate, was for C9 38' 
MEL - 1 can't betave that nobody else 
ever paid you a royalty cheque 
JAS' I sweartoyouit'aperlectlytrue. 
No royaii«s for itvee years. 1 w«s 
roled, and didn't have a contract. 
Then I doeaad about for a year, wrote 
a totally u ae le s s game, and ended up 



working for Pave Wamwright. I 
Finished War between a Friday 
moming and iha following Monday, 
'ooa I waa pmsBurfasd and it ' had to 
bAdone'. Do you want this sandwich? 
tt WW here when I arrived. Wamwr^t 
put me or a weekly wage, so wt>en I 
wan working on Tarzan it took $ year 
to program^ I suppose you could say 
It was draggeeJ out 
MEL - So you were npping him off, 
JAS - It was mutual. Mobody &aw any 
royalties. When I did War. which was 
released through Maitech, I actually 
m^de four figures. Tha* was "36. No 
royalties ol course. Mo contract. II was 
the aanie otd story with N0fnes*^ 
MEL - And did Nernests take you a 
yeat^ 

JAS - Not quite. I started ofl at fifty 
qukl a week, and got about CSOO for 
Ateme^rs. 

MEL - Total? That's a worse weekly 
rate than a Youth Tramr^ Sctieme, 
JAS - Total, For two vwak>ns. We 
didn t have a due, I waa at the rnercy 
of other people, and oouidnt figure 
out who was honMt and who wasn't. 
It would have been reetty useful to 
have been able to talk to ottier 
programmers, discover rf there was a 
blacklist of dodgy outfits. Now we get 
contracts. I've ^ a bank account. 
But all ttnaa stones you read a±>out 
programmers making Joads of money 
are simply not true. £250.000 (or the 
bk>ke wtKi wrote The Sentinel, you 
work that out in twrns of sa^ needed 
to pay any sort of royalty - impossible! 
MEL - CJo you drive a Porsche? 
JAS - Veah, It's disguiaad aa an 
Avenger and it cost £275. But when 
The Fury is a megahit I'll tie able to 
afford a new one. 
M£L - The Far/f 

JAS - Our Current game. The reason 
I'm df inking appleiuioaw because rm 
dnvtng. When I wrltsl Aldt to coffee, 
rtever i^cohfil. Would you like another 
Old Knobb's Special , or wt^atever that 
muck IS you'fie drinking. 
MEL - Yes ple^. Have you ever 
ripped off someone even htss 
experienced than yourself? 
JAS -No. Creative Reality are angels. 
Er, well, lo be honest we did otks. I 
ofl^ed a programmer a tot less Ifian 
we knew we coukl afford, but I fett 
reatly temple atxvt it. We upped it. 1 
mean it's natural not to want to pay 
out any more it^am you have lo, but we 
regretied our offer to him as soon as 
we said It, and it got put nghl He was 
a good programmer and that made 
me feel even worse about it. 

tl's obviOus that young people leam 
from thie eicampie of mature 
businessmen, and In the inlereets of 
balance i arranged to n'>aet Iha 
^orementioned . . . 



DAVE WAINWRIGHT 

10 explore his past and present 
attitude towards progr am fnar a . 
MEL - You must be th« toisst yoixig 
pnigramrner m the country D^ive «• 
aAjout eight feet high, unl^ I'm 

shrinking. 

DAVE - You're s,hnnking. But you 

knew rne when I was three feet high. 

Vou were tfw first person ever to rip 

me off. 

MEL - 1 had a feeding you were goirig 

to say thai. 



To gat anywhei 
iiisoflwareyou 
got to get ripped 

■ ) I i' 

DAVE 

WAINWRIGHT 



I'm ripping prog- 
rammers off aJI 

over ttia country! 

DAVE 

WAJN WRIGHT 



DAVE - i was stull »t school. 1 & or 1 6. 
Vou paid rne eighty quid tor 
tr;ir%l;!ting PtMat)i& 
MEL -^ But It started you off on your 
aalQulNinQly SuCcasst^ business 

DAVE ^ Oh sure, I went straight on the 
dole. Before I mat you I was doing OK 
selling mad oidsr, but the PMen 
pickad me up in a Oo-op ocimpuler 
club that he was rvmmng, and nailed 
me lo a desk. After, I went on the dole 
I wfoie Gisbiffne's C&stle and took it 
to Ocean. They lied to me about 
aKpanaas -when I got there they said 
I wasn't getting anything Osvid Ward 
sH owtts me et^Tity quid from wfian 
he was Spectrum Games. T)>ey 
wanted me to Sign a two year contract 
but I refused. 
MEL -Why? 

OAVE - My Oftd advised me against 
It. Otherwise they'd have landed ma. I 
was pleased with Rmmpage, 
Sup^fspnnl - 1 was pleased with quia 
a lot of my work. After i went to 
IXartach I started abusing 
schook:hiUren for ntysiert . 
MEL - I know you've noi had any 
sleep tor a lew days, but you don't 
warn me to pui that into pnnt do you ? 
DAVE - Why not, us the truth I think 
tve ripped off ewary programnter m 
r*ortsrnouth, but I've cfianged now 
that my business has eKpanded, I'm 
npping Thtern off all over the country! 
("ve got five offices nationwide. tNrty 
prograrrtmers. and a tame lawyer. I 
teamed aeriy ort tt»at payments don't 
lead to good programs. Progrsmrners 
have to (earn from their own mistakes. 
It's the only way. To get anywttere m 
software you've got to get ripped off 
bafore you laam anyttvng 
M£L - That really is an incredible 
attitude, why are you leiHing me this? 
DAVE - BacMne it's true. took. I'm 
stW being axptoHed today, by "' — , 
it's the same with alt the btg 
companies They don't give a toaa 
at>Dui programmers, if we've got arty 
food rnside ua, if our eyesight is short 
biecausa of pennaneritty staring imo 
riKinitors, about anything, I've been 
on four hours sleep for tha post faw 
days now , and they couldn't care kns. 
MEL -OK, how do you get out Of thu 
situation? 

OAVl - I'm going into publishing or^ 
my own. 'Wicked Software', 
sornethmg like that. Others produce 
crappy Httle games and tens of 
thousands of kids buy them 
MEL - And you are not go»ng to do 
that'' You've k»an^od from your 
experlerx^? 

DAVE - You've got me wrong, Mel. 
That's exactly what I m going to do. 



Do wv head a Unton of Computer 
Programmers? Who's going to make 
available Standard Contracta vrfiich 
clearly and simply set out terms of 
agrasment between programmers 
and software houses'^ Where cari 
young paopla And help and advice if 
they get into troubta over the 
eKf^ation of their pnjgiams? THE 
GAMES MACHINE Opens its pages 
for your letters and comments. 
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THE COMMODORE 
FLAGSHIP SAILS 

WITHIN YOUR 
GRASP AT LAST! 
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ND A COLOUR 



MYITTITiT: 



URTESY OF 
THE GAMES 
I MACHINE 
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COMPETITION 




H«r« il iA H tast! The chance to 
g«1 your gameplaying mitta on 
■n Amiga ASOO ancf lOfil cqlour 
monrtcK - worth well over 
£1.000. Ov«r the raeift three 
issu«ii of THE GAMES MACHINE 
we'll be giving away one ot these 
wfy defiireble Commodore 
iftechirwii. This means thai ri yg-u 
m^fts Dul this tim«, you still have 
two more <Ehances at winning 
this incredtWe pH^e! 

The Amiga ha* Alraady prDven 
Ht«H at an excaltont machine 
f« home computer u»e, and 
boairti an exciting range of sup- 
porting software whith pf'tMTI- 
i&es to get biggef and better. 



To win this amazing com- 
puter, eimpty identify the Ami^ 
games m the acf eefi shots, mark 
the anagram or the title of the 
Htmtt ahonvn and finally irtdi- 
cata the correspor^irtg aoft- 
waf« house- AJI the gamefl fea- 
tured are taken from software 
pfvvtously covered in TGM, ao 
wtth a bit of hunting around the 
answers shouldn't be too 
dtflicui^t to find. Send your 
entriae to: AMIGA COMP, THE 
GAMES MACHINE. PO BOX 10, 
LUDLOW. SHROPSHIRE, SYS 
1D6, to arrive no later than 
March leth. If in any doubt 
check oiA the masthejKl for 
comfMtition details. 



THE AN AGRA W OF PrCTURE A IS NUMBER 

AND IS PUBLISHED BY ..., 

THE ANAGRAM OF PICTURE B IS NUWBER 

AND IS PUBLISHED BY 

THE ANAGRAM OF PICTURE C IS NUMBER 

AND IS PUBLISHED BY „„ 

THE ANAGRAM OF PICTURE D IS NUMBER 
AND IS PUBLISHED BY ,„„„.„ 



NAME 

ADDRESS 
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PLAYING A 




"beSONS ON THE FUTUPE 



Unfmate Play The Game Is firolialily the most 
famous label In the annals of British computer 
games. For over three years this mysterious 
company held absolute sway over the 
Spectrum charts, and then abruptly retreated 
and vanished, almost without trace. What 
happened to them? Was their olusiveness a 
media ploy? Timely questions, for the people 
behind Ultimate are about to rise spectacularly 
from their self-made ashes like phoenixes, and 
they chose to Ulk to THE GAMES MACHINE about 
their past and their resurrection. 

Articles and Interview by Roger Keen and Nik 
Wild, Photographs by Cameron Pound (with 
thanlcs to Tlm*s Hasselfalad) 

GETTIIIG A FOOT IN THE 
DOOR 

During 1984 and 1985 Ultimate Play The Game, the trading 
name ot Ashby Computers and Graphics, was the most sought 
after interview. Computer magazine journalists and editors 
clamoured over the phone, and even hammered at the front 
door, for that all -important exclusive interview. But the harder 
everyone tried, the more adamant Ultimate became about its 
press silence. The nearest anyone got to a foot in the door was 
CRASH. The magaiine found some favour with U Hi mate's 
nearly invisible owners, they ran several competitions and even 
promised an interview - but always only after the next game 
was completed, and somehow the interview never seemed to 
haj>pen. Now, for the first time we can reveal some of the past 
secrets and. more importantly, provide an insight to the future 
- and the future looks like the Nintendo. 



Sabrewulf sali» 

went over the 

350,000 mark, 

besting 

Acttvision's 

Ghostbusters. 



Whan, In Iha summar oj 1483. 
two fw* Sp&clrum 
called Jeipac and 
appeared qui^lly in the shops, 
Ft took only a law weeks fof rtw 
name of Ultimate (Play The Game) to 
become a household software word 
The packaging boast 'arcade quality 
graphics' was ceriajnly nearest to 
being the truth for any game of the 
time, cor»Sidefing iha Spectrum's 
display limitations; and tl% amount of 
gameplay and sheer fun to be had 
from either gairta was all the rrwre 
astonishing lor the (act that they were 
each packed into only 1 6K of memory. 
Between 19B3 and t9S6 UHimate 
had an unbroken ciiain of \A 
Spectrum hit games, whose average 
overail raliog (of those rated by 
CRASH) lotalied 83%. making 
Ulilmaie ttw most successful 
software house of all time Dunog 
1985 ttiey turned, wuh less success, 
to the Commodore &4 m^et, 
releasing six games, the Fifst two of 
which were massive hits. Wrth 
SabfBwuff, probably UltHTtate's best- 
selltng game, Spectrum sales alone, 
they claim, went over the 350,000 
mark - almost unheard of, and 
ceftainjy besting the officiary ciaimed 
250.000 all-formftts best-selter. 
Activisjon's Ghostt»fStsrs. 

HLMATIOM 

Very little wft$ known about U^lrnate. 
Unlike other software houses, the 
company riever took stands at 
exhibitions (there was one early 
exception), never gave interviews and 
generally avoided any torrTi of 
magazine coverage, It was frustrating 
to the numerous fans, and yet, 
magically. Ultimate avoided the 
oprobrum nom\ally attatiwd to 
stand'Oflish orgarteatiorts in the 
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enieflwnniQrit tustU it was although 
Vrm gamee really dkd speak for 
themselves. Each one was eagerly 
aw3it€d. any ctelay nsaulted In 
magazines being flooded with 
compiairkifig ieiTefs as ItKXjgh the 
edtiors could do somathing about the 
«ituatk>n. Wh^n aimoors cifculated, 
originating from an all- too- rare (and 
all>loo-spar5e] p<ess reeesse. that 
iOiight LOf& was to feature an erttireiy 
new three-drmensional ccMicepi with 
aupprfa animation calf«d Fimation. 
arucious raadsfs' lettefs ran riot. 

And Kimgftr Lore was revolutionary. 
It fierakted a ri«w genre, the forced 
ptt^pective (or isometric) 3-D arcade 
advorrtura game; which, as on? 
CRASH Psadef claimed, became 1h<r 
second most cloned p4ece of software 
Hfier Wofii Star 

UHitnate ignoradi the Ottief mg^ 
home micro, ttie Commodore 64 untri 
tt>e v«ry end of 1904, whan to high 
axpactstions, adverta annoLFrK:ir>g 
Ssff Of Kamafh appeared- With a 
greater ^^iphical capabittty at their 
disposat. UHimatemadeafe^tforthe 
eye in an arcade ajdvenlufe vrfvere 3-0 
r^ly played a part. In mid-ISdS they 
followed up with Entomt}^ (a Gold 
Medal in 2ZAP! 641. 

ONCE-GREAT 

By the and of 19&& there were 
Indications tt;at the magic might be 
waning. Support filled frst on the 64. 
The four games foUowing Eniombsci 
ttombed cnticaHy. Because they tiad 
always $uppon«<} ttie Spectrum, and 
psft^aps also because of Vrm aura of 
verftS^kt hero-worship that 

sunxQund^ Ultimate, the companiy's 
profile rernajned good with Spectrum 
gartftes until w&ll into 1^86. Something 
had gone, ttrough; the flair seemed 
missing, had the originality ossified? 
we wondered, and letters kept sadly 
referring to the ' once-great software 
house'. 

It was always a matter of 
professional speculation as to how 
loog Uliirnate could keep their 
supreme potion and continue 
producir>g onglnsl games that would 
go straight to the top of the sales 
charts. Envy had beeo there from the 



Wft*tt l» wolf ftol m mfotf? 
Wh*n It'* * S*(»*mi«fl - 
Sp»etrttm Mcr*»n. 



Start wften. in early 1984. staff at 
Imagine, while condesceridingly 
admitting the quailtiiM of Jstpac, 
Pssat, Cookie and Tranz-Am, atlll felt 
stung enough to emphasise how 
much better ffimr games were, 
reiterating that Ultimate scored 
because iheiirs were like arcade 
games, not deep enough to hoJd 



interest for long. Atic Aiac may have 
t>een one in ttie ay© for that 
ettusation, byl naveftha kwa , 
detractors almost eagerly swatted 
Ultimate'e downfall. 

Unlike other successful compantes 
of ttwtime. inkeepirtg with its trad it^on 
of reciusivenes.s. Ultimate never 
advertised for programnmers. it never 
Joined forces with other software 
houses tn associatioris like GOSH 
{Guild Of Software Houses) and never 
becarne part of the 1 &S6 merger wars, 
although there were well -founded 
rumours at one point that British 
Telecom, in the guiae of Firebird, had 
qht Ultimate, In fact Ultimate 
ised two of its Spectrum hits, 
Sabmwuif and Undvwuride to 
Firebird for ConVnOdof a 64 

conversions. 

Then tf>ere waa a rumour thai 
Ocear had bought the company, and 
finally a confirmed notion that in fact it 
was US Gold that tiad won out. 
Nevertheless, the terms of itie sate 
were obscured. Ultimate games 
continued to appew. though to less 
and less vidi^trt, end people 
wondered what had really happened. 
A clue, had anyone been able to 
perpetrate the mists of corporate 
obscurantism, lay tiefore all: tfM small, 
typically mysterious, ocnoa|!t and 
coding credH for aome of the later 
titles- Rare Ltd, 



A quicii whip round for fhe 
ZZAP gold m«^l winn«r, 
Entomtwd- Commodore 
M«cr«*n iJwL 



Undmnmtritlt • 
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A RARE INTERVIEW WITH 



RL-nsj THE uniiiiE: 



Aahby Computers and Graphics Ltd - the famous ACG of keys 
and amulets- based in the Leicestershire town of Ashby-de-la- 
Zoudi - was wholly owned by one family: two brothers, Chris 
and Tim Stamper, and Tim's wife Carole. With one or two other 
programmers - or software engineers as they prefer to style 
them - this was the entire of Ultimate. At least ali this was known 
to the enquiring public, so was the fact that the two brothers had 
started in the business as designers of real -life arcade machine 
programs - an exotic enough occupation in those heady early 
days, and considering just how many Bntish-made aroade coin- 
ops there have ever been, stili a past to be reckoned with. Two 
years ago, the Stampers formed Rare Ltd, sold off a minority 
tfrterest of Ultimate to US Gold, moved from Ashby to the nearby 
village of Twy cross, stopped programming Spectrum games, 
went to ground, and to all intents and purposes, disappeared. 
The fol Sowing interview, recorded or> a windy and gloomy 
Decemtjer T7. goes a tong way towards explaining wfiat 
happened and why. 



TwycrosS I& A (iny Midlands 
v\\i&ge {>Qfched on the borders 
of Leicestershire and 

Wa^wlclts^ll'e- It* mam daim to 
fame is its reasonably well- 
known Zoo. Sitting On the western 
ed^a of tt>e village is a Jarge Queen 
Amt-pongd manakm, part of Manor 
Farm. This b the horne of Rare Ltd. 
prolocted bv rambtmg outbuildings, 
bartkS ^*(i nymerix»8 -and vary notsy 
- cockarflls and chickons. II is an 



Olegfiknt, thoiigh raityst dilopidatftd, 
buiklirig, gradually tuemg repaired by 
tt>e Starrniers, its caim, y«ry English- 
country exterior belies the pcw6r of 
the lechnotogy within. 

ThQ ground noor 19 a mixture o4 
tumished, decorated and bora, 
umouched stone rooms. One of the 
first mate habtttbte was tha board 
room, wtwra most of tlw lmervi«« 
took pla£e, domolatdd by a row of 
docks on ttis wall showirig tho 



Hot»H.tiutiTtQaioft*m*taff 

MlanQT f^armttous*. L9ft to 
nght Cmvifi $t*mp*r 
(comptny a^crmimry}, Tfm 
Slamptr (graphtct 
d in eiot i, Cf»ir Stampmr 
taefhumfw dlr*ctori, Rmchml 
(s^cfgiary}. DKi/id (wound 
ti9p»fim»fft}j Mark 
|HAmr« A«H(L Fauf 

tgrapfncf}. Mfraing from 

thtpftotesrafittittnoltmr 

A»r*«Awntfwi 



different lirries in Japan arid America 
- an indication of ftie Stampers' new 
marlist areas. 

Urn Stamper, wtw iooks after tl>e 
graphics arKi was ro'sponaibie for aH 
the wtjndariul Utiimate padnaQtrkg 
illustrations, and on-screen imagea, is 
2S. fair- Paired and mora tn« business 
spokesman for the firm, altfwxjgh Iwlh 
brothars appear to tm m complete 
accord Btxiut their directiori. Qvis 
Stamper, smaller, a btt quieter arfd 
datkar-tiaired, n 2^. He concentrates 
more on coding. But. as you miglit 
Imagine from thetr arcade n^echine 
bttCkye und, what tllum«nates their 
operaticr). is the intimate worhing 
knowledge of the riardware ifiiey use. 
Very Uttle withm t^Rare tmidiinQ ts as 
i1 came from the manufactiuref, aven 
Wie modest Amstrad PCs have been 
given vitamins. 

TURNING POrNT 

At thle, the first interview the Stamper* 
have ever given, there were many 
quaeikins burning to be aahed; but I 
Started with the moat obvioua: w4yy 
did Uttimate dtsapp«ir about a year 
and a fiaiH ago? Perched on ttm edge 
of tt>e massive^desk, Tim ifiought for ■ 
rnoment and thon oftorad • 
correction. 

'I think for us, as Uie main 
devetafjmem team, posa^ two 
years ago wes the time it wasn t reaHy 
conducive to company expansion to 
carry on producing on itie Spectrum - 
unless we went alor>g the budget 
route . . ' 

The wi^ his vQk:ie trailed off was 
$L[ff)Cientiy atoquent to need no 
further eKplanation Bgl sureljf this 
underlined Itie osnstant fear Iful 
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everyone had had tnai Ultimata could 
not keep up their run of successes tor 
much loD^ar. I wondared about some 
ot the lafter. and more disappointing, 
games iihvi Sut>6i0r and Cybefun, ard 
asked Tim wh«n wen they 
(Jevetoped? 

'h mii«t have been 18 months ago/ 
Chris aQfBed with him - ai leasl thai 
'Reatly not really our involvenieflt, 
they were developed by Ultimate 
engineers. trained and still 
functioning, but we concentrated two 
years ago on the Japanese markets 
and said, Ultimate It you're 
developing on< tti« Spectnjfn , carry on 
doing that* - we're sMU Itve majority 
sharelioldQra in IMimate, so we still 
take an active interest in the 
company," 

'The last one we dev^Of>dd a& a 
team.* added Chris, "was GtmGight. 
That was the last one thai Tim and 
myself dkl. Everyone wes copying our 
Kmght Lor0 concept, so we thought 
we'd do one as well - and gel a little 
bit of the actioni ' 

The Specirum games were mostfy 
hupge Ms, but there seemed to be 
some reluc:tance to gat in on the 
ComrTKKJore64, Did they never feel 
like working tor the 64? 

'We were interested ir\ producing 
onginal games,' answered Tim 
prompter, 'and jpeqp/e wanted us to 
produce original product, so wOr^ for 
the 64 was realty a job for sometxidy 
else. We codd only have produced 
or>fl type a yeaf 'if we did all the 
conversions ourselves.' 

But there was ^ways a feeling that 
Uftlrnate never fet much like getting 
to grips with the 64, a supposition 
partly borne out by Chris: "I never got 
to know It that much. You lend to 
(oGus on one area, and I think i was a 
Z90 programmer to start off wHh, and 
so i a<^}pted the Spectrum I had no 
troubto with S502 or anything like that 
- the Nintendo 6502 - but I was 
working on the Spectrum and there 
were other people doing the 64. ' 



COPING WITH All 
MANAGiRS 

The meniiion of other people working 
for Itwm prompted me to aak how 
marcy employee Rare has. Tim tokf 
nne 13- 'That's not including freelance 
teams. The comparty's fairly small. 
Most of the people here are 
development, We don't have any 
advertising people fortunately J 
Because we don't need to advertise.' 

They odvetrtised quite a bit m the old 
days, though, and I couldn't resist 
asking if it had been a bother having 
to cope with the mags buggmg them 
to lx>c* space. Chris laughed wryly: 
'It was a colossal problem. Thiai was'' 

&A Tim was l»s adamant: 11 
wasn't so much of a problem when 
we deeded which magazines we 
were going io advertise in. It wasn't 
worth advertislrig tn a magazine if you 
dfdn'l gel any return, olherwise you're 
just funding the magazine- Which is 
good (or the magazine, but after all, 
It's not what we're tms for. I think 
f^ewsfietd were always good for us, 
that's why we contacted you now.' 

'We never got on with a few of ttie 
oihier magazmea,' said Chris, 

Ultimate hardly «v«r talked to 




anyone, ttwugh. Was Ihwe ever a 
conscious policy to tie hidden away 
and mysterious; was it seen as good 
PR? 

Mo H wasn't.' said Tim firmly, 
that's the way it turned out. We were 
so busy, having only three or four 
development staff in -house, and 
having to proAiOt e few products a 
year, and making stra they were Hght. 
I ihink while we were full-time 
Ultimate, we only had two Christmas 
nnornin$s off, tf>at's how hard it was, 
We worked, as we do here now, seven 
days A week, eight til one or two in the 
morning (whenever the last engineer 
leaveef). But the revrards are there, 
and everyone's realty prepared to 
knuckle down to get ttie rewards, like 
you've seen out there,* - pointing in 
the general direction of the parked 
Lamborghini - 'that's one of the 
rewarda available. anO it you want that 
you have to work to get ri. I dont feel 
it's wty good having engineers who 
only work nirto to Tive because you get 
a nir«-ta'five ganw, you need resi 
input,' 

PLENTY OF FANS 

So no time tor Interviews. Most 
computer jounv^ista at some time or 
other must rememt>ef the famous 'Mr 
Starnper is in a rrteeting, he will call 
you back (next century)' telephone 
answer. But if they weren't present for 
the press, they wer*? never there for 
tl'ie public either. Except for one very 
early computer show, had they ever 
been present at any exhibitions? 

'OH yeah, we tuve/ said Tim, 
laughingly We attend most of ttwm 
anonymously I It was nice to be able to 
keep a k^w profile because otherwise 
you couldn't wander round watching 
the reactions of peopte playing 
particular products: which again is 
important. I think you get a true 
reaction if people think you're jusi one 
of the purchasers. 

But in spite of Ihe km profile. 
Ultimate provoked tremendous 



r^w^witTs ' tor Ij^d Htfttrij ,' 
Tim SUirTtp0r'9 cUfiOfTf- 



"It wasn't 

conducive to 

company 
emiansion to 

carry on 

producing on 

tho Spo<strum — 

unless we 

went along the 

budget 

route . . . '* 



response from fans, and as Tim 
pointed out. it>etr cavitor attitude 
towards Computer loumoa did not 
extCNDd to the purchnsrs of their 
games. 'We had 50 or 60 letters a day, 
and it needed someone fully 
employed |ust to deal with this letter 
probtomwehad. 

'I think we had an opportunity, 
though, to capitalise on the sort of fan 
club Ultimate created - so many 
people wanted more inrormatksn on 
Uttbrtale, and sweatshirts and caps 
9id thai, and we could have said - 
because Ultimate was Udirnate Play 
The Qame products - if you liked 
Ultlmrta; buy the games, tiuy the 
sweatshirts'. So I think we could have 
expanded like some companies did, 
with a large fan ciub and giveaways 
and posters to buy, btri i^n fact we gave 
them all away, it anyone asked us lor 
a sweatshirt or a cap we said, wail you 
can t^ave it - or posters We wera |uat 
interested in eeeing the software out 
ttwra and getting fat reviews, 

GCniNG FAIR 
REVIEWS 

'Yes ti^ 'mystenoua' Ultimate thing 
was because we hadn't got the 
people to do it,' Tim went on 'I think 
we were falrH^ ineicpenenced then in 
funning a company - we certainly 
krvew how to produce soltware. I think 
we were mora aMparianoed m that 
than anyone elae, and that's wtiat we 
could do, so that's what we d^d. I was 
contacted t}y so many rmgazina 
people and reporters that we jtAt had 
a list of people 1 wanted to speak to 
from the magazines and software 
housaa - I ahraya spoke to CRASH, 
but never to many of the other 
magazines. I think CRASH worked. 
ttwy always gave us fair reviews ; and 
some of the Ottter magazines we 
didn't advertiaa wi(h - whch was 
afMJtfiar problem with ihe im^ustry, 
arid I'm sure it's shii there now - if we 
didn't advert ise. I he product gol a bad 
review, i think that's a reaiiy crazy way 
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for rt to b«. but that's howH w«s. I vw 
w;;tidliy tokf by a few olher ctHTtpaniea 
ItiHtthtfy ITiought tfie problem a xisied 
m iMi, but there was nothirtg 
tviglbf*, So wrt staerad cisar of 
Ip^jitlng to enyone. and if ttiey iikad 
0w pradbct great, and ft tt>«v dtdn't 
Iher I wasn't bothefadi, because it the 
liJtoiNwa thve it rrwBrtl people were 
buytngt.' 

UWmate navef indulgsd in 
euljaivw - the method wher«by a 
toftwva house gfant^ a particular 
mafasm 9my sight of a new game in 
mmn for benefHs aoch a cover 
■umtfon, or a prDminent artide chti 
1h« gnjunds that the magaitne ts the 
duly one to hava the latest news. The 
StVTpara never sent out review 
copies i^itil t^ oemia was <kie m the 
fhops. ttwjs emuring fair treatment for 
«l. Organisif>g it was a problwn 
Ihoiig^i. and tha headaches were 
tfcn'a... 

i hed to rnake sure ttM copies fvt all 
the magannflfs sxaetty the aarne day. 
And mtfi new reteaaes - with a 
(bstrtMtor <> if they knew Ihsy vfflra 
tha lint one. they would t>a vp at aix »n 
tie moming and on ttie phooes to the 
asm dstribulorji and jumpirtg tb^r 
aeeourrts . . . l hated that sjiuauon 
And the day a product wae relantod 
the phone would jusi be nad ho*. H 
wsstaally bad.' 

'I prefer ri tiers wittiout those sorts 
of pressures,' added Chris. 'Ttia 
atmoBpherefor development we have 
in this place is excellent- K'S a nict: 
tvU aMting with chickens all over. It ' s 
a temhot^e and we want to keep it 
that way because it gives you 
tomethlng to, refresh yourself. It's 
Qood (or development rather thar^ 
stucdi in the middle of soma suburb or 
cfty centre.' 

THE PftICi SHOCK 

Attar a run of SIX games prk»d £5,50, 
S^ifBwutf was something of a shock 
when it appaafied cisting C9.95. 1 
asked Tun whether he thought they 
ware taking rather a gamble on ttielr 
undoubted pcpLtlanty a1 the time by 
timost doubling the cost of tfwir 
gamaa. 

'We vrera having a severe problem 
w^ the number of (illegal) copies. 
And I thmk it was a Dokj step we took 
The pnice of stuff was was gradually 
craepirtg up - imagine set the pnce at 
£5^, without a doubt - and it was 
gradually {xeeptng up, arid I thought 
we nught &0 the wtxjie way and put 
tfie product out at a pnce whi<^ was 
imH^tK for the time involvwi m 
oreaiing it. ES.5Q was a imie tew, 
Perhaps we ctwrd nave sold more, but 
we weie trying to create an incentive 
(or the person who paid C9.9S to say, 
"Hey you're not copying my game' - 1 
mttn. alright, they may have traded it 
(or X number of pounds, but at least 
#wy sa^ if you want it you buy it. And 
that was successful tjecause we still 
kept tf»numt>er one posilkon for quite 
a whie. and tt didn't make any 
tfllhimnoB to sales. 

'I ttiink ttiey were stiir good 
products for ttw time ... I ttunk 
pOBibty Knight Uxe was ahead of its 
time, and in booking back at ttte marlcet 
now, ttiere doesn't seem to be any 
WKt improvemarTt in the two years 
skwe we left it. I don't i(^n<?w wtiethar 



we Cduld have made any rmre of an 
trnprovement. ' 



THE KMIGHT LORE 
SHOCK 

Tbe more i tafked to the Stampers 
about tt>etr past, present and hAun, 
the rT>ore stnjcfc I became by their 
extraordinary, calm planning. But 
never more so than tiy what I was 
about to hear next; and this example 
indicates orVy too clearly the kind of 
fong-term view they take, and took, 
and explains better than anyttiing aiae 
the fact that uiii mate's 'demise' was 
no rar>dom accident otfate as we may 
atl have imagined. 

Ves, few people would argue that 
Kntght Lora was ahead of its tl^me. but 
in fad it was more ahead tha/i anyone 
at tf% tirrw ever droBmed It was Tim 
wtxj quietly dropped ttio bomtjshell 
that ti,med hfetory upside-down: 

'Knight Lont was finished tjefore 
SabrsMuf . But we decided then tf^t 
the market wasn't ready for it. 
Because if we rateased Knight Lore 
and AlvftQ^ vMdh was already half- 
finished - we wouldn't have sold 
Sabrewutf. So we released Sstxewutf, 
which was a coiossai success, and 
then released the other two. 



** . . . we had 
two Christmas 
inomlngs off, 

Hiatus how 

hard It was. We 
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days a W4>«k, 

eight til 
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morning ..." 
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There was a little lift of careful 
planning in there. They could have had 
Kntght Lore possibly the year eartisr. 
but we |ust had to sit on it because 
everyone else was so far behind ' 

In fact thi$ startling piece of 
information tita weU kHo Tim and Chris 
Stamper's basic philosopfiiy about 
creation and marlwting. I rapidly 
gathered that wtiiie (t>ey rate ttie level 
of British talent very Mghly. ttwy hotd 
a much iasaer view of ttue corporate 
software houses wtien it comes to 
seeing the big pkllure- Tim a^ain: 
There are a few really good 
companies out there - Jeff Minter, we 
would have loved to have had him with 
us, he has a lot of talent -but it always 
seems to be misdirected. Vou 
occasionally see a really amazing 
game for the time and you think, 
Christ, it kills thie games after; and if 
they had had a little careful planning 
thiey would ha^ avoided that. It's bad 
for the industry. 

'Game$ shouhj be devetoped and 
tie released at the c^nect Urne. And 
again, some garties have tjeen reaily 
good and v^ere released too early and 



nc Pro^Am, m good 
mxamfitm of Tim St mmp^i 'a- 
lhr*fy gr^ihic*. 



fMopto haven't tnen able to 
apprtoMa Ihem; ot released too late 
and Ifailniady been dorie So I think 
carahil planning there would son that 
out.' 

Chr^ dtad the example of £mv (not 
the original QBC versior>). a game he 
rated vary highly, m twing one that 
■Glu^ might toM kiued off Fl«bM 
gamii titaa flaf tewiattw. because 
it raised aatpa cta tionM, and when 
nothi ng could match it for ages people 
felt let down. 

'But that's how it is,' Tim said 
pragmatically. 'I think there's enough 
UK lalent to njie the world on the 
arcade and home computer market, 
but it's not being really well directed. 
Hopefully we can solve a utile b«t of 
tiiBt, t>ut ttiere again, we're not tt^ 
stnzmg in UK. Very tew people know 
we're here, very few people know 
what we're doing, And I'd just i*e to 
moke people awaie ol the fact of the 
vsiy large nurkst out tfwra and ttiey 
can lake advantage of it thfOu(^ us, ' 

TURNING TO JAPAN 

Which brings us very nMtiy to wTva! 
Ifie Stampers have been doing in wtiat 
taaaeamad to tiie mat of the work) to 
ba a aa b ba tl eal , ai;ft f^ from it, ar>d 
again, it rests on a piece ot 
intonhation, staggenng in rta 
irnplications, casually dropped into 
the interview tt also makm very dear 
why Ultimate was to ohariQa dinsctior) 
so radkisly. Afl I asked was wtut 
macMnss they were now so tx«y 
proyiaiiHiiing for. 

'Mainly the Ninter>do. We had a 
N mtendo four years ago. * 

I stopped Tim to question my 
rvearing. Four years ago'? Around ttie 
lime they were conceiving Lur^r 
Jetmsri and Attc Atacf"* The first time 
I heard anything ntuc^ about the 
Japanese wonder-mactwie was 
shortly before tfve 1986 PCW Show. 
But Tim confirmed the date, ttten 
added: Well Rare Ltd is abaady 
cornpeting with the big names in 
Japan. Knonami, NMendo, Sega and 
Taito. 

"When we got the machine, ttiat 
was the beginning of Rare. We knew a 
market was going to boom ir Japan 
and Amenca and we set Rare up to 
harxlie that Otjviously we dkln't want 
to give too mudi away because we 
needed time to develop (>jr 
associAiOi^ - which fortunately we 
managed to do - tiefore everyone 
re^ becartw aware ot it. 

'We managed to gel just about all 
the software availabie tor It. and weVe 
still re<«Mng aoftMwe ncyM. And ttie 
machine, for the price it was available 
in Japan then, had coiOssei potential 
- we looked at this and we looked al 
tha Spectrum - and then Itie 
Spectrum was hot stuff, but this was 
iricredit>le, So we spent possibly eight 
moioths finding everything out aibout 
ttiis system - it's custom chips, and it 
tddies a fair bit of work - we managed 
to do that and then started to write on 
the rnachtne, ' 

Cfvis added: 'TTtare was no 
information on ttie Mifftando at all. but 
because of our prevkxts arcade 
eixperience we had hardware 
knowledge of the arcade txiards. and 
so a very shrewd idee of what that 
machine was. That enotiled us to 
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produce Vr» tini pfoducl, and were 
abl« to maka a presentation to 
NlnMtxlo, and they said, 'Okay, you 
can do >t\ . . ' 

"... 'And h«t«'s the inlofmation 
you already found outr," quipped Tim, 
laugtringty. 

H was a sort of introduction 
process. We had to show hJintendo 
that wa had Ihe capability b«tore they 
could give us the rfghis lo go ah&ati 
9tKi pfoduca for their system.' 

I said E had heaf d that Nintendo afe 
notably vefy ftnicl^ atxHil ttteir 
mvkating itoais for third-pafty 
soltwwt, a poim IVn coraidwed vary 
understandabta: TTwy're a v^ big 
company. Tlie majority of companies 
Mka Konami, TaitQ, coristnict a deal 
with INInierido lo produce a product 
tor Nintendo to markat it. But they are 
jimitecl to the titto tfiey can produce a 
year. We lloonaa product to Nintendo, 
and ive are not limited to the number 
of titles^ So tfiat's why we are going to 
take advarrlage Of the Situation that 
wave got now, ttiat we can produce 
an unlinVled amount on that systanl, 
which no-one else has got at all. in 
lact we've licensed more product this 
yMT than any other convpany. So 
we're very proud. And i think it's an 
atPi»T>t nwkel.' 

It sounds it; With sorrw 10 million 
machines m Japan, and 15 millkjn 
world WKle, Rare efij^oya saiea of its 
licensed product there tar hiigher than 
their tiighest ever British figures Tor 
Ultimate games , To date there are four 
oftflinal products oi^ oartridge and two 
otnam lust wrlttan for an outside party 
which will be ahown at tha CES in 
January- In aidciNon, anottwr eight are 
Indevaiopment. 

'We actually act, ( suppose,' Urn 
added, 'aa Nintendo's dawelopmeni 
team, If Uwy IM they are lacktng a 
product on a rrocMne, they tell us, we 
develop H, and so we are sure of 
licensing product to them.' 

So far. feleases in Brrtain that THE 
GAMES MACHINE has seen have not 
resulted in much above average 
csnfldanca. Have fhay been very 
Impiesaed with the British Nintendo 
cartridge releasea to date? 

No,' ^id Chris, 'I 1hlni( Nintendo 
sfG so busy in \tm Stales, and I f&el as 
soon as they resolve thai problem the 
UK will receive ttie support it 
deserves. And ¥rtwn ttial tiapperi''^ 
Nintendo wilt take a much higii- < 
place. I think ttiey'f© lUSt so incredtbiy 
busy It's ftoing lo be a banner year ' 

Certainly, looicing at some of the 
ganws Rare has (usl fintshed. Jt is 
going to tw a great year for ttiem, At 
about 1h^ point in the interview, we 
were begiruiing to get onto iheir real 
reason for granlrng a. 



OF CARTRIDGES AND 
COIH-OPS 

Having deddad. aeverri yaars t>aGK* 
that the 3taiV|Mr«' UMmile had 
probably gone s& far wrth the 
Spadnim as it was possible for them 
ID go> and hsying receded quietly mto 
tha background to devote lime lo 
maataring the Nintendo system and 
producing thieir First games for il. they 
have now omved at a poinl when, 
ironical^, they could do with some 
publicity. Why? 



■| think there are a lot of UK 
companies thai are beginning to look 
oversaaa, ar>d to look at machines 
which am not aval'iBble in UK," Chris 
began lo explain. 'We did that two 
years ago. And it puts ua In a very 
unusual situation. We have four 
freelance teams who are really trying 
to take advantage of the situations we 
developed. There is not anoth^ 
oompeny in tt>Q UK that has the 
opportunities that we do at this stage, 
basically tiecause it all takes time and 
we're TWO years ahead.' 

And rt is that talent capable at njling 
the world on the arcade and home 
computer market tt^at the Stamper 
brothers are ihmking of^ they want to 
extend their Advantageous position m 
the world market to other 
programmers - software engineers - 
and it was Chris who came out with 
the bakj statemer^t. 

It's so easy just io focus on your 
own litne world and never look 
outside. Well we're out thera. we've 
put in a lot of effort , we ' va nrtade a lot 
of - not sacdfioas - but not the best 
tHisiness deals just io gain a 
relatiionship, and 1^ think nf}w we're in a 
position to take advantage of that ar»d 
we wQukJ Hke aa many people as 
possible to come to Rare and see 
what we can offer. ' 

So you re actoatly saying you would 
like to start a recruiting programme'? 

'You'ra here to start ill' said Tim 
brightly. Chris expanded further; 

'Ttiat's right. We try to get as many 
good engineers as possible - we're 
certainly looking for freelance teams. 
We've just finished designing our own 
arca^ hardware, and, for the right 
team, we would t>e able to provide ttie 
hardware lor them and then give them 
the opportunity lo write for thie coin- 
op markat. That woutd cartainiy be a 
wonhMrinilie gamble for any competent 
team to have a go at, because if ttiey 
csn get a prodi^ci m at the top, and if 
it taitfis well in the arcades, it's going 
to filter down ttwough Nintendo and 
all the ottier ^soctated products. If 
you start only ha)f way up the ladder, 
then there's only one way it's gang to 




Itttt^t t»e«* muny to^f in m 
tHmttlQft mtt unliks 
Sabrv'nffn 's mfvmntufmM <n 
Undarwitn^. From 
Wlurds And Wflrrion. 



**Tli« Japaneftii 

market* s two 

years faehlfid 

UK. It's easy to 

look at UK 
trends and see 

what the 

trends will be 

In Japan." 



Wlidrd» And Warriors. 



go afterwards and Itiai's do*n, And 
it's veiy hard lo got it converlBd up, ' 
Tim htad fha last word on this 
subjact. when he said: 'I'm ple^Md 
about the diractkan Rene is taking, 
because 1 00 percent of the ravanua 
raceived by Rare comas from 
overseas, and I think ttxat's good for 
UK and It's good lor the Image of 
British soAware in tha woridL i wtsti 
more paopla wouM take the incentive 
and do OKactly tt% same as we did.' 



TRAVEL AND THE 
JAPANESE STYLE 

Wrth all the work tt>ey do for Nintendo, 
I hwondered whether they tutve to 
travel a lot. Are they m Japan every 
ottier W9e4«jnd? 

'No.' said Tim, 'not Japan, usually 
to the Stales, We do most of our 
ifaalinos. Mrtth Japan through the 
SMtaa. We tuve an aBsoclatad 
company called Rare Coin- It, The 
Co4n-lt comparrles are mainly arcade, 
and ours is an exclusive arrar>gemen<, 
and that gives us a t>asa in tha States, 
Plus the fact that most of the big 
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Jftpimsd companies have bM 
offices ^ the States, and they speak 
ttiQ $arnr8 language as us, and the 
food's bettGf^' 

TndHtonalty co<n-op thernes have 
tTtW iod from Japari, ohen via 
Amertcs. to airive in Britain. It has 
hardly ever tiappened the other way 
round, l3 that because Brtttsti games 
ars riol siirted to the Japartase, or 
even AmBncan, mmd? And sf there is 
i diffBrance, how have they at Rare 
ovsrcome the pf obiefn 7 Chhs: ' 1 thirtk 
whsn ws took at Bntish gam«3 now 
wi can imderatand ttie drtiicu Ities that 
UK coinpffliies wi8 face trying to get 
into the marftet, because there rs a 
difference in style and there is a 
djfference in what maNes a goc<d 
game for the US and Japan, And I 
think we understand now what that 
drflSfefKe is. Our success rate proves 
It - ttiat and the tact thai we nave 
Icensed cartrvd^e gam^. 

'When we first started in the arcade 
marttet qurte eome linie ago, we found 
we were very good at producing 
games which did ve<y well in the UK 
sndtl^atwasit.' 



"W« knew a 

market was 

going to boom 

In Japan and 

America and 

we set Rare up 

to handle 

that." 




Tim tooK up the sto^f : ' H seems that 
Japanese oames sell vwy well m 
Amarica and Amencan games se^ll 
wan In japan, and in England, but 
in^^ games don't do we4t in 
America and they don'i do Viwll in 
Japan. It's taken us a few years just to 
find oui why. Evfin Japanese and 
Arrterican cortversiHsns wouldn't sell 
well in America because theyVe 
converted TO suit tF»e English taste. 
There's a big differenoe, and 
obviously English teams have not 
dtseovered what ttie difference is.' 

Ws must realise that the s^apanese 
produce the number ona gam«i and 
they always have done,' Chns went 
on, I find it surpnsing tt>at with alt the 
talent in fhe UK. it isn't British 
oompaniM producing the number 
one arcade ^m^s and ttien everyone 
in it^a vworU followiing that. Because 
Britain's got the best talent without a 
doubt. This country's very conducive 
to that - it's cold, rt's damp and 
averytxie's sitting indoors 

pfogramming - ws should be 
producirig the number one g^nss, 
tftd H's not happening. Rare is the 
only company beginning to get 
aomewtiera towards that.' 

And as T\m ponied out, K Is or>ly 
ttHtMjgh examining Japan«se-mada 
^T»s and then [xitting the ttieory 



SWOm 1* Mount N»Sfy 

iHnu abdw (tv pfity*r, 
btKifonirtg yov to ehioo** a 
rout*. 



"We try to get 
as many good 
engineers as 

possible - 

we're certainly 

loolcing for 

freelance 

teams." 



into practice through their 
painstakingfy built contacts that they 
fkave reached the point they have. 
Throughout our arcade career, we 
must hive licensed 1 6 or 1 7 products 
to Japan, and every time theyVe 
asked for more, and after do«ng so 
many do you think, ( know exactly 
what they want now, and then yOu Can 
produce games tftat you know will suit 
their taste, it's taken a tong time to do 
it, arid indeed we're trying to train atl 
of our engineers to realise the 
difference,' 

But paradoxicaiiy. Tim and Ohfis 
tselieve Japanese lastes in garT>e 
themes follow the British. Tim: 'The 
Japanese market's possibly two 
years behind UK. It's easy to look at 
UK trends and see what the trends will 
be in Japan. They've just had a really 
naaily big arcade adventure type. I 
think ihey're possibly just geflmg on 
to the sports aspect now, whidi is 
wheire v^ were ai a while ago, ' 



THE SYSTEM OF THE 
FUTURE? 

Turning from the orient to western 
concerns, i esked whether we woukl 
be seeing any Rare games for the 1 B- 
bit computers, and promptty ran up 
against thie Stampers' scepticism of 
catering tor a market whose salea do 
not yet run into the htundreds of 
thousands, 

'When we nrtd a machine ttiat sells 
extremely well to warrwit us 
producir^ or it, ' said Tim, 'tf»en w«'ll 
: -duce for it. If a l6-tHi machine fcs 

ng lo seil atxjut ttwee or four 
m,itior, you Can i>e Sure we'll be out 
With there product lor il. But if it sells 
260.000 . . , I don't think any t6-bil 
ownef is going to buy h^vo of one 
product, so the ntaximum you can 
seli. if you reach 100 peroani of users. 
IS 250,000, ' He shrugged eloquently; 
' When we've got ow» tO million 
Nintendo units in Japan , . - ' 

So no Ultimale-style Rare games 
for the Amiga and Alan ST? 

'We do have those machines 
around, tiut we do focus on the 
Japanese machines, mainly because 
of thie numbers thai are out there." 
Chris replied. And Tim went on to 
explain that, rather like the problem 
encountered with converting 
Spectrum to Commodore 64, they 
would need to train people to do the 
16-bit conversions in-house. 'If we 
didn't handle 1h© conversion 
ourselves, I'm sure it would lum out 
dtftarantly I ihink if we can train 
enough people to produce for us, 
rather than licefliSe another company 
outside to produce, we should gat 
somewhere there - if the machine 
sales are really good. But I think you 
will see conversions of our products 
on certain machines. 

'The trouble with most of those 
machines is that they have got 
incredible graphics and sound, bijt 
the processor is [ust ticking over -you 
can't do anything really stunning with 
it/ 

Cliris agreed ; T m surprised that we 
haven't seen any incredible games on 
the 1 S-bif machines. But a game's so 
slow with disk option, terribly skjw 
and bonng. That's one of the major 
advantages of Nintendo, jusi just 



bang in a cartndge, and if you don't 
want It, you bang in anottwr. You can 
play through 60 games In a faw 
minutesl And itie cartricfge sizes on 
1f>e Nintendo now are qurte colossal, 
tfier e ai& two megabyte g^n«. It's a 
fair-size game. And the pdca of 
memofy is coming down atl the lime. 
especially just the Silicon chip, I think 
It's the system of ttw future. ' 

PAST AND FUTURE 

Tim and Chris Stamper have atways 
planned lor iheir luiure. Tbeyr«fuaato 
get stuck m any ruts, and 
wholeheartedly refuse to tie merely 
what people expect of them. And 
indeed, they were unexpectedly 
generous and patient - considering 
ttieir press reputation - but ttiey 
clearly do not tolerate fools easily. 
They have resisted ihe temptatton t>e 
be drawn tnio the razzamatazz of 
public shows, and yet fiave tieen 
unfailingly helpful to members of the 
public who, having got the Ultimate 
phone number, rang up in the oM 
days. ustia/(y r&ceiving a T-shW, 
sweatshirt or cap tor iheir Iroutite. 

In short, they've been succeaaful. 
so I asked Chrts whether ttiere had 
ever been any ragrats. After a short 
fiesitation he replied: 'I think ttie ttiing 
we regretted the nx«1 waa not doin§ 
Atic Atac II wttan we did number one. 
We should have done that becausa it 
was so well mxmf^mS! and it sokj so 
well, and for some reason we didn'l 
and a don't understand why. ' 

In retrospect it seems a harmless 
eriough aorrow to bear, and one 
suspacta there are probably 
numarauB etthtr problems ihe^ have 
suffsredtivliiichare lust forgotten m the 
onwartl ruafl. fttre doesn't stnke as 
being an expfeaa train of ideas on the 
verge of being out of control, tXJt 
raifi«r a streamlined sports car bn the 
hands of a capable and detennined 
dhver withtilisayaaontha road ahead. 
Outstde, there ta a vast bam In good 
repair. It >s the ne)!t stage of 
development and will be refrhed wtth 
studio gantry lighting. In its spacious 
intahor. ttie Stampers intend to liuik) 
what might well tie the world's first 
computer graphic film studio They 
believe that with silicon technokigy as 
it is, with the ever decreasing cost of 
me^mory and flat cathode ray TV 
screens, real mov^ done by 
computers are just around their 
comer. 

The past is the platform from which 
ttiey build, but not a tem[>le to their 
success to tie enshnned. Of the many 
ways in which Rare differs Itom other 
software houses I have visited, one of 
the mo$t striking was the lack of old 
artwork, framed, and hanging on the 
offi<« walls. When I commented on 
this. Tim Stamper replied typically. 
' When you ' ve spent five to snt months 
devek^ng a game, you've really aeen 
enough of it. You fulfill your aim arKl 
then you go onto the next produ^rt, I 
think our tiest product is yet to come. 
I probacy haven ' t even got a full set of 
Ultimate games here They just 
disappearf Anyway, we're all looking 
to the future for what we can produce, 
and that's wtiere the excitement lies 
for US- It's not worth looking i^iack. I'd 
lii^e to tiang pictures of games we will 
produce on the walls,' 
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demand as 

either CRASH 

or THE GAMES 

MACHINE. 



The programming - or engineeffng ~ area is on the first floor of 
the large Rare headquarters. The first room is Tim Stamper's 
graphics offtce, equipped with several computers, two large 
drawing boards - one bearing a giant game logo being prepared 
in expanded pixel form with a title we are not allowed to mention 
- a video area with studio lights to help with digitising complex 
three-dimensional shapes and a closed rack containing all the 
past, famous Ultimate packaging illustrations, 

t was tn Tim's Of apliics atea that 

Cameron photographed 

screens of three of th6 ^mes 

Rare has already rintshad for 

Japan, one as forg a$ two years 

For some *0 m mutes he 
t^ouc^ied under a bog biach sTurOud 
stretching from camera to monitor 
(inuncJsd to keep stray Itgfrt off the 
■Cnan), white Chrta knelt in frorrt of 
tht «et, ducking hia head out of the 
cam^a's way, ^aykng the games, 

Alof>g a corridor there are ^weraJ 
rooms off: a gefi«ral office, the play 
roam - «qu)pped wfth much coin-op 
Qtlbinvt paraphernalia - Ihe music 
room and & string of fijthar software 
developm«Tt aroa^. 

Vrm main d^etopment foom. laroe 
and airVi has desks, computers and 
monilors around the edge whare the 
software engineers a)l work, Different 
typM of NinterHlo rrvachines lie 
avorywhere as wtiil as stacKs of 
cartiid9M, cards and hHrilendo dtaks. 
As we arrtved. a now paqkaQO Pt 
garnes had |u3t been deNvered Itxnn 
Japan a$ wetf as Rare's fir^ PC 
Engine - the latest machine m the 
range arid atl trie rage in the 
hpmaland. The package was npped 
open and Jts contents eagerfy teaded. 
fWe atao recaives several of the 
Japanese Nmieixio magazines (see 
p1in«q, and despite the 
Indedpharable Japartese 

pi c t o ff fl pliic script, these appeared 
Id be as much in diemand as either 
CRASH or THE GAMES MACHIfJE. 

In talking lo several of the 
eogtrteer^, a ^rai>ge thought 
OCC^ijrred- Wh«le they are obviously 
aware of the British software scene 
around them, it is as ihoi>gh they see 
it through a Park glass, I was often 
ari(ed queeriorv alMMt the latest 
Oamea in the mannflr dl hnterested 
people from the Moon - they'd heard 
abouit them, possibly even seen and 
played ttiem, but knew nothing much 
about how they were doing. Rare is 
iiMe a time capeuie, ite people on a 
nodding aoquaintanoe with their 
neighbours, but their eyee sli fixed on 
a dtaiarit goal no-one around them 
cai^ eee. When I ashed Tim if he had 
any contact wi^ otfier sottware 
houses, he saidL 'Yes. a lot of contact 
with ti^ Japanese,' Bui whst about 
British aoltwafB oompwues? Zero.' 
was fha atwrt rapty. *\ <ion t thmk th«y 
even know who we »e/ 

In 1t^ sense, there is no doubt f hat 
the Stampers are training their pet ; 
to thinti JaparMtse, It doesn't saarn lu 
be audi a big difference when you 
took at the games them&e-tves, but it is 
kindOut>tedty a very crucial ditterence, 
and one on which most of Rare Lid's 
reaouroes are being gambled. 



UhtmomtoflhfRmfmmtmlT. 
Omvtdfm virtumKy unknown 
ki BrHmtt, ymt Tbn Stmmpmr 
fwttthifn MM onM ofihu top 
o6mpulMr rmaidMfi* in thM 
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The develCfHTwnt room is fjoniinated 
by a vetHaiAe tower biock ot stackied, 
ptaslic compHCinem boxes, full of 
cMpe, capacitors. mini-PCfis and 
oliwr etectronic oddments - a 
rsmirKler that this corrvpany has a 
v^ed interest in ddveloptri): 
hafdwars as wefl as sottwaiti. In thL 
rocffl naxt door^ we were Ghowsd their 
DftHjd achievemdnt of t S months of 
hant work - the naw coln^p arcade 
board, worthing on this day for our 
bwfit. 

Named - they aiwa/s haivs a (wne 
- the Ra22 Board, and bss/sti iiiound 
the Z80 pfocessor with a kat of 
hardwve assist, it is eKtraofttir^arily 
fast- They had s«t up a running demo 
COfffitsting 33 larQe. full-colour knights 
tXNjncinfi around ttie scraon so fast 
you 0(M<f hfTJIy m4k0> out th$ 
mdhridual shapes. But these were rwt 
moving sprites- Each 5h$|)e, as it 
passed behirtd amthef, was being 
deared and redrawn, W@ wore told 
the (soard was moving 1,300,000 
bytes around per second. 

'That is an intell^ent drawing up of 
characters,' Chris said, 'whicn most 
machines - ilhe tfie Amiga - say. 'Oti. 
tliey can do a million ' . But that's |ust a 
durvib fill, and this is actually &4 
OOtoufS '^ Ml Sieparation. I think it will 
wiibla us to stafi competirig with the 
big Japeneae arid Am^icart coin -slot 
corrtpeniss now. T^e first time we've 



ffaok mtid it mt, bultttmflmiEBamnt, tM^itmmunttmXBOprocmiuBf^ immatonHNnf/lf 
tt mnd povtmrtut. 
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sMfrnwi^ -Sjoinflufi MHO 

Stamfimf, ***n ttmtm^ Tint's 
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t?een in this position to go up agau^st 
them, arkd I faal we have a piece of 
hardware trial wiii allow us to do thai. 
I think it's going to knock spots ott 
Mastertrooic and 1t>B Amigia coin 
s^i^tem. I mean, this is redrawing this 
every 50lh of a second. ' 

The Raz£ Board ks available to 
ai^one who wants to go into writing 
games for the cokn-op industry. Rare 
provides the board/hafctwara, 
graphics and sound utLlliles. And ttie 
sound (luattty is Intenited to be very 
powflfflll, loo Using Yamaha synth 
chips, there are t4 avaiiabid vo4ces 
ailogeiher, with three of ttiem being 
top of Ifw rartge quality. Pro1otvp>es 
should be ready any day now, and as 
Tim told ma, they have had a bit of 



mlorost in the board irom giher British 
companies. 'Companies that would 
like a piece of fiardware lii^e ttits but 
can't devote t& months to deveEop rt. 
I mean it's cost a fortune to develop, 
but as yoii see it's all fully working. ' 

'^Then there's the gcaphics editor. 
It's our own software image edttOf. it's 
rather an unusual method which 
we've patented, and I'm sure an awful 
lot of arcade companies wiii want to 
use it because it's so memory- 
efficieni, and we can move such a 
large amount of memory arour>d 
qgiCkiy.* 

Pao^e with a desire and rnatching 
ability to design coin-op gam^ 
should probably be getiing in touch 
with Rare r>ght now. 
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I THINK I'M TURNING JAPANESE 

K anyone BtKMjId find the notion of ten milUon Ninieodo machifies irt Japan's 
homes hard to swallow, jusi ^Ske 4 look at th« magazines Rare receives 
bundles of them regidarly from their Japanese contacts Cortsidenng; ttial at 
one time WH SnMtti offered advice to Newsfield that CRASH, a monttily, 
aingle-usef. gamesHsnIy magazina could not aurvive. It must aaem 
dxtraorttmary to us that in Japen no less than ihiM migaztnatant pubKshf?' i 
rwfcs a week desNng sodety with Mmtendo names. V»v t». At uauaily mor 
than 200 pagaa, each cmm GCtata the eqiulviilent ot C^. and circulatlorv er> 
good. They have (o be to support the enormoua amount of f ullcokxjr screer 
shots and Colour throughout. With amazingly bu9y page layouts iv^' 
crafnm&d w^h picfuf&9, the Stanip«r tjcothecs are convinced that Bntisr. 
(and most ceftain^y the much dfabber American) magazines stwxild take a 
leaf out of tt>e Japanese bodk. 




t 



INTENDING NINTENDO 

In many respects, m 9rttajn N(ntflfxk) ie aiill better known for Hs coin-op 
profile, The retease of home mad^tnes and cartridge games has. to date, 
bean disappointing But as The Starr^iefv aay. Nvrtondohaa been extremefy 
busy in its American niari^et. and they e uggert ' that the Japanese gianr ts only 
going to wake up in Europe dunng the next tvM) yearSv If ^yone ha$ doubts 
aOout tt>e cotpoi'atK3r>'& ability to succeed, they ^lould take a loo)^ at what 
has happened m America since Xt^e early Eighties, 

To pot the figures 1^ perspective. it>e parent Ninterdo Gonpany of Japan 
recorded a rwt inoonia for ttw year ending August 1 ^7 of ainiost $1 73 
million - a 53% increase on their 1966 figure. Wet sales were just short of $1 
bilMon. This sharp improvement is largely attnbiJled to the success of 
NimterKk} of Amenca. now ba:sed m spanking new headquarters at 
Redmond, near Seattle. Washington State. It >s i>efe. rather ttian fn Japan. 
Ifwt Nintendo's com-op games are <(BV*top©(^ for worid-wide dis*ibutk>n, 
although that is by far the smaller of the two games operations. 

h B with the home market that fvfintendo tjegins to took amazing . It has 
become ttie Americar leader, with over 70 percent of the market In 
oompartson to Atari's 12 percent and Sega' s eight percent share, This year, 
Nintendo OKpects to sell $600 million wortti of consumer products alOOd- 

Thay aimady have flguri^ to ahow that their games consoles may be found 
in one In every three Amehcar homes with a t»y aged between eight and 
H. And new rariges of games tiki year are being aimed at a much older 
bracJtet-upioageSi- 

That fsJintendo is beginning to move on the Brlish and European markets 
IS evident from its. increased coin-cp activiti«s. The Play Ch>ote**10 Video 
System has been proving very succe^fui in many pub sites around LoTidon, 
af>d avtoiabi I iTy will be expanded during 1969 Briti^pube had lost interest 
n ttie video game man^et because the machines sat around too lortg, playing 
the same game until customers became boied. With Ray Choice- i 0. a pub 
owner buys a cabinet with tan drffBrent games on board, and any of tt>ese 
may be changed at will snd very easily, providing access to Nintendo's vast 
range of games And Nirrlendo is now licensing games for the system from 
Olhar cotn-op companie$ such as Konami, and doubtiesa 'Mi be from 
d i we topti u nt fmns such as Flare, 

It now remeans to be seen when Nintendo ' s ma^ home console move will 



begin, tHJt when it does. Britain can be aMurad dl far t ■ oie^ than 

we have seen yet. with all the tjnnafllaof dtok systems ar : altitudes of 
first-fiM games to be found In what will be over 25 mtfltcn Japanese and 
Amarie a nhOftMB before this year is out. 
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A SIX GAME ACTION PACKED 
COMPILATION FEATURING 

KUNG FU MASTER Battle the deadly 

guardians and demons armed with nothing 

more than your own martial arts sl<ills. EXPRESS 

RAJDER Hold ups. robberies and rooftop fights ... a wjld 

west classic BREAKTHRU from 400 miles behind 

enemy lines, recover PK430. A revolutionary 

fighter in a revolutionary game, TAG TEAM 

WRESTLING Body slams« drop kicks, 

backbreakers and flying head butts - 

stamina and teamwork are the keys to 

championship success. LAST M[SS10N 

Armed with the most sophisticated weapons 

systems and guarded by a protective forcefield. return 

to your invaded galaxy to face the most startling of 

death defying odds. KARATE CHAMP Can you 

master the kicks, spins, reverse punches and 

blocks needed to retain your title? 



SO MUCH EXCITEMENT YOU 
WONT KNOW WHICH WAY TO TURN! 

CBM 64/1 28 ONLY £9.99 c«»«. £14.d9oi.i, 
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d Way. Holford. Blrmin 
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AWORTKV SUCCf SfO«l to, 
THE Wf It POPtltAR MAITCH I 

rOOTSAU SIMULArilOMt 
A GAMV IWHiaNI M/ 
RKMAiNtP m> T»a Kt AC 

Written once agafn by Jon Rtimjin »nd BttnHe Drummond ttth NEW MJttcfi D«y Is th» 4 
vhivcunomef r»«<ftMicK and 4<twkvon how to create rti« prnn«cf' 
theCPU Of with 2 players- fuinc-igutof cupcompcunon wirh untqur 
Jumpi. head, woHcy «nd kick |u»ing th« kick meters to mow* the tMiM from ] 
dfAdbitll let UP' ••■ ' 'wrfkerpw contrtrt, 

^STEM^"* enium rrflllstk bail | 
ftto' ^c Hon coows with 

fui oundFX. 

If you want I T%c vtry tMr vt In f a o I 
h 3ii r.~.r i/our mtfro then tht^ce's only 
C fttATCM OAY IJ with 

ini(i!i menu tyifem m;tfcei the home 
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REVIEWS 



^aTnms^''' 




Ano'thef month and another 

sBlectian ol gamea scrutints«d by 
Itw evef 'waichftfl Mechanics - 2% 
page! □( reviews ranging from 

to S&AC0 Qu0st tl, a humourous 
nntmaled adventure. 

We've also Pow^ PtayBd some 
top afCiOde conversiorts ifx:kjd'n(] 
A%n SyncAroms, Rotting ThtiTKler 
and Srffe' 4nn9. Mind you, if 
3imiLiieiions aroimoratoyourtaatfl, 
makfl track s and HMd for raviews 

StoaRih Figffter and version 
i^KlMsa of soma otd tavourites - 
F-tSStiiko EagtB. Tomahawh and 
Qtmshp. 

Original games malce a few 
appearances th)a Issue, including 
S^( t-omp a ta^e from tlie Darl^, 
Ages, fJprth Star and Ziffion. 

Than are also high spd«d 
Qamss from Martech ar>d Anco, 



who bum in with Nigel Manse/f's 
Grand Priif and K&iUng Grand Prix 
respect ively. And if you're 
wondering how much kxiger ttiers 
Is to wait bafor«i w^ sc« an Atari ST 
verston of Out Bun, you're going to 
havs to stay in neutral for a btt 
longer. Hopeftilly we should see 
sorncrthbg of it before ttie end 
Febfuary. IritwstfUngl/ enough. 
Out Run aalea have topped Iha 
250,000 unife mark makintg it US 
Gold's tiiggaat aaUIng game ever' 

Th^fe'a also a breakout game 
(there's one every month, isn't 
there) \n the form of Trar from 
C*acafl«. whkdi adds a few novel 
twists the popular okl format. By 
ttw way; next month we'll be 
looking at Rsv^n^ a! Oott, the 
sequel to j^ritarro^dfrom Ocean, 

There's plenty more in these 
pages, read on and feast your 
eyes « . . 



LEAD 
REVIEWS 

SPACE QUEST II 

The best gflime this month comee 
from US software house S4arra On 
Una, dlslntMJted ovtf here by 
ActJvislon, Po^lloeDuiesr ti\% highly 
advQniurs-ortented, bul the action 
1$ iiiustfated by animated 
graphics, Often fwmourous, 
Sp^ca Quest It is aomelhlng tliat 
the thinking STownarshoukln'tbe 
without 

ADVENTUftE PAOES 

PRCUECT STEALTH 

R6HIER 

From Mtcfoprose cornes an 
excetlent ottering for those into 
simulBtkjns. Combine Space-a^ 
technology with luluriatic 



engineering and you have St^Altt} 
FlghtBf - a plane virtually Invisible 
to radar, 

PAGE 40 
POUCE QUEST 

Sterra On Lin* gel another game 
in the top five. PoUce OuetsI places 
lf>e player in ttte fOle o1 an 
Amencan Police Otticsr out to 
clear up the windy streets of the 
US. Cfieck out Rob Steel's 
assessment 

ADVENTURE PAGES 

BLACK UMP 

From Firebird comes a cartoon 
romp through the Dark Agea 
starring Jovial Jack tfie Jolly Jester 
m his quest to recover nine maijk: 
lamps. This advanced ptatforrn- 
3r>d- ladders game proves to be 
one of the rnoet amusing games 
this issu«. 

PAGE 43 
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SNEAKING 
SUSPICION 



PROJECT STEALTH FIGHTER 

Mioaprose 



The Lockheed F-1 9 Stealth Fighter is the American Aif 
Force's latest strike/attack aircraft - although its 
existence is still denied by the LISAF! Using state of 
the art steatth technology to reduce its radar 
signature, the aircraft is virtually invtsibie to radar 
d^etedion. Even though much of the data on the F-1 9 is 
classified, simulation specialists Microprosa have gained 
enough public infonnation to produce a 'realistic as 
possible' computer simulation. Kfficropvose's next project 
is the computer version of Tom Clancy's novel Rod Storm 
Rising. 



r^bt^ mitiiafy snuaiions in Europe 
and fhB Middle EuA aet ttie scene 
for Profect $t0alH> Ftghter. 
Miss»cos range from destroying 
airfields and ground targets lo 
inte fO Bpting enemy figNters. early 
wamiog aircraft and bOitiC*fS. 

An impnessiive array ot options 
are presented on loading, Ar>d the 
plsyttr IS ab4e to specify trm leud ot 
oonMct. fTHSsion rype. enemy 
cTLtaSity, aircrati payictad and the 
realism of the F-19's flight 
pefHormBTtce. ifite<!iftBrtce reports 
and rmssionbrtelingsarecaJledup 
to provide vital data on this 
Atanded target and Us detanoee. 
Each mJttston requires dNIaram 
tact»c$. and a vast array of 
we^HTis la provided, incltiding 
gutded bombs. ur>guided bombs 
and air-to-ground/air-to-air 



missile Cameras and extra fuei 
tanks are also fitted for long 
dgratkJT Of covert reconrtaissance 
missions, 

HI-LO-HI 

A typical grourKl attack mission 
involves t^i^h a^rtLide. fuel 
ccmservir>g night, foSfowed by a 
s*itt dive down undef the enemy's 
radar for Ifie fmai approach AHsf 
taking out the designated target, 
the plane returns to htgh altitude 



and makes for base, hopefully 
avcHding inierc«iptors en nxite. 
Thia type of mission is often calked 
a Hi-Lo-Ht - and it's easy to see 
why. 

tf ttw plane makes it tiack home, 
marks are given for tf^ level of 
mission success artd a percentage 
*s awarded based on how well the 
craft maintained a tow profile. The 
more enemy radar detections 
made, the lower the percentage 
gained, and the iess chance of 
beiriQ promoted. Sometimes the 
piM js (or ced to bail out - causing 
ao embaFrass^ng mtematiortal 
sftualion if the ejection is made 
over enemy lemitory, If the pih^t is 
Killed, his service is ended ttiere 
and than. 

Novice pilots are recommended 
to Start wittT ttie Ubya mission to 
help t^uild up ejtperience before 
tackling the deadlier GuH and 
European s<;ertarios. Full save and 
recall facilities are offered lo keep 
a permanent record of a pilot's 
status, rank afxl nurrtber of 
missions attempted - 

The F- 1 9's cockprt is a stand^d 
modem ^t layoi,Jt wrth a HUD 



0T>1ER RIRMATS 

No r-eiease dates yet for any coowifeiofls, but expect to see P«'o- 
iec[:-''.: J' \' for the Specimm, Amstrad, Amiga, Atari ST and 
PC in fh« e«iiiirig monttia. 



display, CRT n'L^ arx) Status 
scfeens. otfensive/defens^ 

systems and an EMV tjar gauge 
indicating the aircraft's currwut 
staaith ratirtg, A Radar Oetectkin 
System alerts iha prssenca of 
incoming missiles and enwriy 
radar scans Althoogti ttie cockpit 
display initially appears confusing. 
It's a bt tKtor tf^ao most 
simulatkxu and looltS vary 
authentic. 

Micropfose have SKcailed 
Itiemselves i^et agamj with Sto^th 
rtgm^. tt may not be totally 
realistic, bill rt generates a superb 
atmospnene and has incredible 
playabilily and depth. Together 
with the detailed maps and 
c ompfa tiansJve manual, Steattti 
FigMef is an outstanding fligihi/ 
Tigiht Simulator wfich surpasses 
Gufsfup in every field. 




OIMMODORE 

Cassette: £14.95 
Diskette: £19.95 

ft*3 truly remarlnable how 
MicrOfirQee can fit so much 
into Si''-/.-i'ir f cj' 'cj* mml mm 
retain gamaptay Br»d spevd 
of execution. This is one of 
ths f»w simulatiana ^ound 
whichi atiowt the pitayer to 
fglty rvcrevte textbook 
manoeuvres against enemy 
aircraft, and tt>e sheer 
number of diffarvnt missloris 
to undertake (over 100 in all) 
guarant»es. enon-nous long- 
term appeal. The variety of 
weapOfw on offer prawide 
■ifncMt linltleaa tactlca and 
iFttsck methods, something 
oltter almulationa Iwid to 
leave out A neat touch is the 
gr«|)M««t dlff«r9rfc«« 

b et ween each eircreft type, 
and the realism with wfiich 
they roll, bank and spin 
ItWOUS*) th* *^- "The disk 
V9nkm Is alfnost faultless, 
but the cassette verskMi 
features a long and arduous 
muitiioad. The wait Is worlh 
tt, though - Project S!(*iitin 
Rghtif Is atnoliilety superb. 
Thewv^lth qf d«t9il,f9|>u(«M 

packaging (which inciudee 

arid two tecbnk^l 

t} and brMUent 

makes this an 

unmltsabi* combat 

s»muta1lon. 

OVERALL 93% 



"Stealth Fighter Is an 

outstaniiliig flight/ 

Rght simulator 

wlilGh surpasses 

Gunship In avory 

field." 
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REVIEWS 



THE EAGLE HAS 
LANDED 



APOLLO 18 

Accoiade/Etectrofiic Arts 



The idea of moon landtngs isn't new to computer 
games: Lunar Lander has been around in various 
forms for years. Accolade's latest offering, however, 
takes the player through an entire mission from the 
launch pad through space to the Moon's surface itself and 

&ack again, to splash down in the Pacific. 

Apolki 18 \s a seven -pan loufney 

imo space, wrtfn ea<ih stage 

fscreatmg a key point m ihe iunar 

tending mtssion, The proOdWiifigi 

are spirt betwe^i a lelsfnetry 

SCfMfi. where the tltght control 

oompufer pfogranns are run anel al I 

syiiom opflrattons inftioled, atti 

the action screen vrfiene ^1 

manoeuwios are execute {both 

Starting or the Launch pad, ttie 
player's firsi task is to get itie 
Ssthjm V rockel operationaL Once 
ihe pFopuisiori and guidance 
Syslefn$ are activated , the craft is 
steered manually in order tO keep 
the vehicle c^n the correct 
tFgjjQClory to achieve optirnum 
iMigN for tn& specs journey. 

Ouhnq this stage, Missior 
Centrot di$pleys the Saturn's 
course pbs any cteviation. vrhilst a 
canwe at hA\ zoom (complele with 
reaii^c wobbte) tracks its fligtit 
path- fakits to achieve the correct 
haigiht sees t^ mission 
prematurety aborted. 

Once out of Earth ortil, the 
Convnaod Module/Lunar Module 
dotting sequence js tacitled, 
toiowing systiem activation on the 
Telerrwtry screeo. Docking is S 
wry basic affair, simpty involving 
Sfung up the Module docking port 
and rnantaining minirnum vetocrty 
4*09 the approach. 

A change of course is 
necsssiitated at tfw halfway mark 
TWs normally complex operation 
toa boon greatly simplifted. with 
thaplsyv merely needing to press 
m6 reieaae Vhe tire fnjtton at the 
rig^it time to execute a course 
correction, 

On rsAchir^g Moon orbit, the 
Jurw descent is started 
Daminisoent of eartier games, thr 
playw strives to Keep the ia^^der 
within the decent corn dor In of der 
to achieve a soft touctvdown, Land 
too hard and the craft is destroyed; 
larid off coiiTsa and the mission is 
atxned. Three attempts are made 
before en abort is forced, 



maintaining a stead/ rhythm of 
movement. Hot exactly the most 
difficult of stages, but graphically 
it's the n^st pleasing. 

Arriving safely back in the Lunar 
Module, signals the start of the 
reium jovmay. again making 
course corrections en route. 
6afore thie capsule can re-enter 
Earth's atmosphere, however, an 
astronaut Is required to leave the 
space craft and recover three 
en^atic satelliites before they move 
out of range. Due to the inertia artd 



MOONWALK 

Once on the Moon, the player has 
to Moonwalk to a distant surveyor 
craft and back again before 
running out of oxygen, keeping on 

coufse all the time whilst 




OTHER FORMATS 

Tbeffi* #f« no immedlale plans for conv«rtiriB Apo4IO fR in lti« 
for«*e«bte future. aHhough a Spectrumw^Amvtrwd conversion 
would stand up quite wr«M alnce the loyout and ovaralt prssent«- 
tlon of the gam* la pr«4ty straightforward. Ar.>ol'0 1 fl on the Amiga 
or Atari ST format would really give the 16- bit mactiine* a cfiafice 
to show Qff thaif superior souildarKl graphics (possibly including 
crlsper sampled speech and digitised pictures of actual ApoNo 
mtsaiorre). 



zero gravity. some tr>cky 
movements are needed to line up 
and successfully capiure the man- 
made devices. 

Re-eniefing the Earth's 
atmosphere is a hazvdous 
process. raQuihng the player to 
keep two tines dead centre to 
remafn on course. The re-entry 
capsule heats up if it deviates oft 
course and eventually 

disintegrates above SOOff 

Successfully re-entenng the 
atmosphere is greeted with a 
splashdown scene, welcome 
t^me messages and a percentage 
based on how well each stage 
went, 



COMMODORE 64/ 
128 

Cassette: £9.^5 
Diskette: £1495 

AJthqugh ApoMo IS li l» 
accurate as can h9 expecMd 
Wtth its hlghty tachnicaN 
looking telemetry screeosi 
occesionally impreasive 

graphics and faithful re- 
creation of misaion etagas, 
there Isn't an awful lot of 
content to each section. 
Much of the time, the player 
is limited tg antenng »ets of 
numbers to simulate tKie 
execution of flight control 
computer programs. The 
action sequences that dO 
occur are limited In deptfi, 
rar»o<nfl from the aomewhet 
average lunar descarrt and 
subsequent Moonwalk, to 
the graphteaJly poor and 
undemanding Module 

docking. It's the gameplay of 
these sections and the 
amount of player interaction 
in each which could dp wfth A 
little extra. Thia aside, ^.poRo 
1@ is enjoyable, playable and 
has a great atmosphere (no 
pun intended], The 

pf^eseniation and realistic 
affects^ coupled with good 
use of sound means that 
you're ra>aliv op there on a 
lunar mission, A nice touch is 
the static filled, crackling 
apeech which accompanies 
each etege, adding to the 
overall effect. Like test Dnve, 
dish and tape access Is 
continuous, reducing the 
game's appeal tor disk -less 
64 owners. If you're after a 
realists game based on 
actual lurwir Landings and 
you don't mirrd the relatively 
sJmpt« gan>epLay arid the 
constant disk/tape *e«e«* 
ttien ApotO 1 B 1« the or^ for 
you. 

OVERALL 73% 



"... Apollo 18 is 

eitjoyabiet playable 

and has a great 

atmosphere ..." 
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NIGEL IHANSELL'S GRAND PRIX 



Nigel Manseil has not only andorsed Martech's latest 
release, but he also acted as technical consultant 
along with engineer Peter Windsor, and Williams 
Grdnd Prix Eri»gln««iing Ltd, constructors of the 
subject of the game -the Williams Formula One motorcar. 
The program was written by DJL Software, which 
consists of Dave and John Looker. 



Tin gpme's otJiecthm ii to win ttiQ 
Wbrtd Grand Puk by flucoessfulty 
OQtnpVting wt races across 16 
difftrvM tracks, from Brazil to 
AuMraiia 

Although lVig0i ManseH's Grand 
PrtM attempts to simulate '(ha r^al 
tfttng', (t provides an option 
allowtng the pliayer to ctvooee 
5, 10 or 1 S laps m a race, 
a nonnal GrarKl Prix race 
can la^ ovor 60 laps. 

Before the race begins there's a 
practice sessioci con£MSl)r>g of 
lhr«e laps.. toaowBd by a warm-up 
lap. tilt pTBCiioe taps are 
important a& itiey determine the 
starting position of the playor's ca; 
initwrace, 

The screen is spNI hton^ontaily 
between the action on tte tracN; 
and the comprenensive 



inetrumeoit panel disptaved on the 
lower haff of the screert. Thia 
'daihiboard' ha* alt the indicatora 
retevant to racing, one of the most 
important being the rev counter, 
wtilch diaplayii the speed 0I the 
ongirte, up tO 12.000 fevS p6r 
rninijtfi. The rteedle on the revs 
counter ^KUJJd ideally tie within 
the Power BarKf (between aOOO 
and 12.000 rpm^. If the rteedle 
goes mudi lower, speed is tost; li 
i/t becomes too high, speed is 
Increased but fuel consumption is 
greater 

Atso d^pieyed are the tuei, oi 
lemper&ture and pressure, and 
water temperature gauges. The 
gear st^ ctenetas the current gear 
aiKl wing mirrors give a near- 
accurate view of tr>e action behind 
the car. 



TYIEPITS 

The wmiams (s fitted with a Turljo 
boost which provides the engine 
With exira power - m this case up 
to four tirnes the normal pressure 
on the ajir/fuet mixture. Probably 
the most uselul element of ihe 
panel is the On-boerd Computef, 
represented as a window in the 
4ower half of the panel. Jhri 
displays speed, lap time, lurii 
consumption, drstance lo the 
finishing line and so on Messagf*. 
from ihe pits are al&o di splay ect vm 
the radio link at the bottom of ttie 
screen. 

A pit-stop can be made at any 
tinte during a race by driving off 
the main track and onto liie access 
road, providing an automatic 
change of tyres It's essentiat to 
have ait kiast one pit-stop during a 
race as tt>e tyres wear down 
(|ijid<ly. rn^ing control of lt>e CBf 
increasfngiy d*tf»cult. 

Ftactng itself has twen weff 
imp4ernented, a.nd the feeling ni 
control IS quite eiiective. thepiayor 
has. to constantJy monitor speed 
reva and the runnir>g of the engme, 
as well as compete against the 



t hdpa Um tyr*« hoM out ■• Nig«l oomt tot m eioa* Hcond 



opposing cars, which erent 
ridiculously hard to beat 9^ with 
many racirig games. However, the 
fact ttwl a fxactjce seaston of ttvae 
iap9 must be eodured before 
compattng mskae ttve wrttole 
process 9on!ie!wt\8t laborious 
Unfortunately 1t» iliuwon of high 
speed doesn't really Come Off 
adding little excitement to the 
gaineplay 




SPECTRUM 4a/ 
128 

Cassette: E9.99 



Ntgel Mviaers Grand Prix 
Ineliidea bolti lS8h and *Bk 
verstom on the same tape, 
ell P wing all the courses to bt 
toaded in orke ge wWi ttw 
former, while tfie lattsf Is a 
multiloed. Apart from this. 
0>er«'s tittte apparent 
dMfaranee between the two 
In gatneplay. Although ttte 
action pari of the screen i* 
<|i«playe4 in n^enochrome, *l 
causes few probtems - the 
treck and car* are all ckearfy 
vMble. Sound on both 
versions !■ tittle more then 
Ihe walUr^ ot the erigine as 
the speed shift*. FaltirHi 
sofnewhere between a fast 
driving game arkd a 
Emulator. "'■JirjtH Marvsen's 
Grd'v 1 Pri . i*4|uMecomp«ieivt, 
anhough H le^ks Inittel 
playablllty arwt hard-con 
addiction - it could have 
been much better, 

OVERALL 73% 



OTHER FORMATS 

B0U1 tha CommodDre 64/128 
and the Amstrncl iirerslons 
should tie out or> the street* 
by the time you read Itils. 
Although gemefj|>«y f«fnal«t« 
the same, the oraphlcs wM 
obviously tie more colourful. 
The Amstrad version may be 
slightjiy slower. 



'* Racing l^elf has 

been well 

Implefnented, and 

the f efil I ng of control 

Is qutte effec- 

Hva , . , " 



1 
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LIGHT ENTERTAINMENT 



BUCK LAMP 



RralHfU 



T 



wo of the programmefs behind Sfar Trek - Steve 
Cain and Graham 'Kenny' Everett -have combined 
forces once more, to produce Firebird's latest 1 6-bit 
refease. 



The graphically excellent Black 
Lamp ts & Medtaevat rrtelodrama 
relating the adv^tures of Jotty 
Jack ttw Jovial Jester and his 
quest to rid the kirtgdcxn of evil, 

To return the Ksrvgdom of 
Megoria to rts torm&f glory. Jack 
ha$ to collect nine magic tamps 
snd return them to any of thie 20 
chv^ts scatl«fed around thie 
kingpdom, Umps are collected by 
SJmply walldrtg over them, and 
once one has been collected il 
mysi &9 piacecf in a chest before 
■rothef can be picNed up, 

The most powefful of all 13 the 
Slack Lamp of rhe title, which is 
mtw guarded by a Oraigoii - the 
mcjat foroclous of all the eneniies 
Jack IS ld(eiy to ifkeei. In the rir^al 
QOTftroniation. it takes several 
well-placed shots from Jach'a 
magic belt 10 dispoEe of the foe. 

Tha Kingdom of Aliegona is 
(Avided Into many different 
regions, wilh lour rfiaJn types ol 
scanery - castle rooms, the castle 
batUflfnants. the village ar»d inside 
the houses. AH the acenes are 



lirtef ed with period objects and the 
backdrotps are all well drawn, 
adding considerable aimo&phere 
to the procoedi^ngs. Booms are 
depicted as static screens while 
the village and the t>attfement 
scerwry scrolls riOfiZontaHy as 
Jack romps around. 



PLAGUE 

Jack's control method appears 
rathw complicated to begin wilh 
sjnce hia steps are rather large, 
and positioning him 10 wa]i^ 
through exits proves a bit fiddly 
Tttts is soon overcome, however, 
and doesr^'i pose any long-twrri 
prdblem. 

Vesical movenwnt Is mainly 
achieved by Jack leaping from 
Objects and platforms. wh»cn are 
in abundarhce. although there are 
ladders to climb and the 
oocasiofval slaircase to make 
things slightly easier 

The kingdom is plagued with 
beasts of all natures, including 




Jack th9 J«*t0feom»m mctosm an om Hmm» 



s-warm.s ol kamikazi dragoftfly, 
werewolves, goblins, slime 
Witches^ trolls and devilish imps - 
each with thecf own evil powers 
and weaponry, Conlaci with ihese 
depletes Jack's energy bar, and 
toM renrK9val ol energy signals the 
kMS of one of Jack's five lives. 
Energy is partially repleniahed, 
however, by colleclirtg food found 
around the kingdom. 

In addition, there are three 
bonus lealures to collect: 
obtaining five lewels provides 
Jack with limited magical armour, 



T1t*n''f no ttm* te gttmift tt» bmautHutly mnimmtrnd ermmturmm inhmbiting tttm 
ien*n» of B,lmc^L*m0, jvft btmrnt lit»m timtorm thmy bfmmt you 



five musi'&al instruments gives him 
bounce power to slop him losing 
energy on falling too far, and five 
weapons are collected to gain 
temporary m^ical firepower. 




ATARI ST 

Diskette: £19.99 

Tfte detail, amount and 
quality ol ttw anlnwttan and 
graphlca nuka Black lamp 
eomething: special to look b\, 
Tlw theory behind ttm 
Qpmeptay is quite simpl« and 
<t boib down to being N*1}« 
mome ttun an addictive rgimp 
ttirough plBtforTna*andk 

ladders land. Sound it 
to g»>d effect - you 
•wftch between FX 
■nd music (a tK>ppy remii of 
Qfwnslvavee}. B4tT:> :, t.'np 
priM«nta « formtdaMe 
chell«r>^ in terms of 
COmfitettrtg it - but tti«ra's 
plenty of hm to tx had in th« 
process. 

OVERALL 86% 






OTHER FORMATS 

Expected to be releMad 



" . . . ttie dvtail, 
amount And quality 
of anlmatiott make 

Biack Lamp 

seinetlilng really 

special to look 

at , , . " 



TGM TX DATE U3-6843/ i !£- 



UP THE 







NORTH STAR 

Gremtin Graphics 




^ n alien horde js running riot over a heavilynnhabitecl 
n space station, built to ease the pressure of over- 
H population on Earth. The task of destroying the 
intergaiaclic interlopers and re-activating the (ife- 
support s/stsms falls on the player's broad shoulders. 
Written mitiaily for the Spectrum and Amstrad by Gremlin 
newcomer Jon O'Brien, conversions to the Commodore 
64/1 28 and Atari ST are likely to follow very soon 

North Star rs little more ihian a 
srmple bul enjoyabte horiJOrilally 
scrolling pifltfofm sttoot sm up 
ranwmoent or Gun fHmnm- a titto 
rvinased Us^ year, h 
acores we« oo in© graphical (rani 
wttti txjth ttw Amstrad and 
SpectnHTi versions being colourful 
and SKtrAfTlety jittracttve. 

As our hefo rvrib(es throu(}4> the 
apaca station -comprrsinQaavflrad 
seoarste levorfs - wlcNtionail 
equfprneflt a co<(ecied from twnus 
pods scsttenab arouftd th« 
cofTHiot^. Extrs features inclube 
The ability to shoot upwarcEg, anti- 
skid boots and lemporary 
invtrxatiilily, ptusa Srrxart bomb for 
ifte rrtass eliriKnatton of ahen 
apooes 

An oxvgdn metdr slowly ticks 
away ai tha bottom of ttie screon, 
atgn^ng tne inevitabie approacri 
of dwth. This « repfanished by 
further oejUaction of bonus pods 
iwNcti also give extra ^ore. 



The 



. wiui d*aui 



Uka other garnes Of tbis kind, 
tlie gameptay can prove annoyirug 
until I he layoul of ttie landscape 

and tfie location ol the bonus pods 
have been l«anrted. Once that 
knowfedgs is secured, however. 
North Star provides wOrthwhiJe 
entertainmarlt for quite sometime 




AMSTRAD CPG 

Cassette; £9.93 
Di6fceRe: £14,99 

Deflrilttly th« most colourful 
of the versions, with 
distinctly * Of 0n»lin#«|u«' 
chunky graphics. Tha 
gsmepiay is surprisingty fait, 
cortsldering Iha Amstrsd'a 
scrolling capabillllaa, which 
have be«n ovarcomo by 
considerably feducing the 
size of the action scfeen. 
Although there's nothing 
real(y now hupp^nlng, 'itjrjh 
SMf's attraction - apart from 
the fact that It's a rathsr nifty 
piece o( Amstriid 

programming - is that It's 
sinart, fun and ralatively 
addictive. 

OVERALL 73% 



SPECTRUM 48/ 

128 

Cassette: £7.99 
Diskette: E14.99 

The Sfwetntm Ntorth Siar la 
WflrprfaAnoly atowpttr than |h« 
Afnstrad wHSiOd. but 
oeftairtly offers e clearer 
view of the action, mahtng 
gameplay Komewhat easier. 
Coknir has been used 
ejttr^mely waM, mint alttiOugh 
there's the otCCaskMUlCtash, 
this doesn't ttatract too 
heavily from its appeal. 
Mosic is short, but good, and 
the effects help 

considerably. Again, the fact 
remains that 'J '-i ,i;«r 
doesn't have an awful lot on 
oMer tor the thfnkin^ games 
player, btit is ejtcellent fun for 
the occasional itiindl^aS 
blast. 



OVERALL 80% 



"... North Star Is 

little more than a 

simple but 

enjoyable 

horizontally 

scrolling ptatfonn 

shoot *em up . , 



If 



44/n6TGM TX DATE: 03-88 



REVIEWS 




TRAZ 

Cascade 



B 



reakout's back with a vengeance, under the 
pseudonym of Traz (short for Alkatraz - the famous 
pfison in which the ball becomes trapped). The author 
is Jonathan Menzie - currently working as part of 
the team on Cascade's delayed W game - and musical 
accompaniment is provided by The Judges, a team of 
Danish programmers. 



Tfan contains 64 screens, ati of 
wiNch can b& emif aAwad usdng 
tine m burit scrSMD da^gner. In ihe 
grarxj iasn^on of Breakout, eac^ 
screen has to b« cleared oi all 
niwHsbte Dncks befof^ the next 
is ffiUnd. by rebourvdmg a ball 
■round tfw confines of the screen 
However. tt>&re's no set wdef in 
wtitcti thft screens appear. ad(Jir>g 
acma fandom variety to Traz each 
tim« it's pla^. 

Further innovations ifK:tiJde tlie 
aclifiion of a second bat, wtuch 
moves horizontally or vsnicaliy. 
Olk>wirig Two players to play 
strmjttaneoijsly, or giving tt>e sa4o 
piayer a hard time. 

Brtcks corre in mnny forms- 
0»n are verticii bricks, horizorvtaH 
bncka, unamaaltvtM bncks and 
ivtiactoni {which subtly deflect Ihe 
path o< the ball). Mor^ter 
ganerators are al'so jrvdudeO, 
cieatinq alieri^ which intarlara with 
thestateotpLay 

SAMMA-RAY TRAPS 

Many tmcks contain povtrer pills 
which appear as spiruwig 
question maf>ts. Corttact with the 
bat raauHs m some physi^ effect 
such ae lasers, increased ipaed. 
multiple balls and so on. It's 
imposs«t^e to tell what effect the 
pH will have, which proves slightly 
frustrating as riyye often than not 
the eftecl achieved is detiiTrvenial 
to gameplay 

Bails are lost when they hit trn 
' gamma -rdy ' trap$ - these appea/ 
as distinct areas around the edge 
of the screen ralh«r thart jusi at the 
txxtom, as with most games of this 
Ilk. 

Anottiaf unusual twist is tfie fact 
itiat (tie screens all torrri part o1 a 
Fnaze: as orw screen rs cleared, 
arrows n^sterfalisa to mdicaie the 
possible pathways. If tfM- player is 
not on the outer perimeter when 
the &4th Bt:reen is completed, the 



COMMODORE 64/128 



Cassette: E9.95 
Diskette: £14.95 

Tra^ is 'e**joyabty* frustrating, but difficult to play for lo*>g pertods 
of time before a nagging tedium sets in. It does otfer t^everel 
innovations over past !-:-'' ^ip:,' clones, however, and 
GOiiC«rttration is tasted far more than in previous versiorts. 
aapacleify on screens where one pUiyef is in control q( both 
horiiontal arid vertical bats. The mia^onty of the screens are well 
designed, t>alancing difficulty with aasthatic con^idvratjons. and 
th« random el«n>ent m«ans that evefV g*rne is sutotty different. 
Uaz is a smart and sddictWe offering arHf ts certainty one of the 
batter games to come fram Cascade. 



OVERALL 80% 




ball remains trapped forever' 

The addition of a constaidion 
set makes Tmz a much more 
worthy purchase, It's simple 1o 
use. allowing aco&ss to any of the 
features, such as bncks {of all 
nstwas). screen colours , If aps and 
monster generators. Prospect ive 
Oesigners can include op to four 



.11 any oTiet^me and 
Liiitu' [•i-ci M.fip of the maze lo suit, 
making Traz as diffk:ult, or easy as 
raquirad. 



Ready to t9r««K0ut mwiO mgli* «n 
Impaet on ttw baHbr«Ali*r m^kvt 
wfthThw 



1^ 



It I I I 





111 III 




OTHER FORMATS 

Coming «jon 

conversions onto the 
Spectrum and PC machines. 
Although nothir>g hmt b«*n 
B*en of tham yet., there's rw 
reason wtiy tfvey shouldn't be 
Just as good, and hopefully 
Cascade will ma tee use of ttw 
PC's colour board. 



"The addition of a 
construction set 

makes Traz a much 
more worthwhile 
purchase . 



»» 
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AND THE 

SINGLE GIRL 



MACH3 

Loricitte 



Ooh la Loriciels! Even the biggest French software 
houses have trouble raising a bark from the British 
bulldog - when was the last time you saw someone 
with an Ere Informatique cafher bag? - but Paris- 
based Lorioiels has 14 titles lined up for UK release in 
1988. THE GAMES MACHINE got wise to the adventure 
Sapiens in Issue Two, and finds a touch of traditional 
shooting-'enri-up in M3ch3. 



Evi sofcerers just won't leave weU 
akne - m MiBCft J th« wk^ced SiBX. 
nacrofnv>c«r o^ the Red Planet, 
has cast a spell on your beautiful 
ooftipanion Gwendoline And the 
faarlns player must destroy the 



Gwendoline from e slov^ and 
painful death. 

TTm vmry gttrac tivs. rf slightfy riEifum Almri ST fomdfng »crt*n 



But ttte wily Sfax wi l( plaoa many 
obsta^es in your path as you fly 
your sfngi! fightef craft across 
varied larxtecapes. 

A$ the game starts you're 
zoomng across a barren deserl. 
dodgir^ the land mknes that 
otx:BsiorkalJy explode if you're 
foolish enough to fly anywhefs 



Stii/ struggling tfwffwj'i fJw> fi'-sf \«v0l - Atj^ri S^ ■ 




near ground level. And wtien 
enemy fighters- alone or in groups 
- swarm down from the «ky. some 
nifty frying and laser-gun ahootmg 
IS needed lo survive. (The craft's 
laser gun car run out of ortergy, 
bvt f estores itseH slowly - just t>e 
restrained.} 

At intervals, gates appear, 
usually in groups of five, and you 
have to fly ttirough tf>ese 'spaoe- 
time gates' (watch this mined!} to 
replenish power and reach ttie 
neM section ol MachJ. But 
Eventually yOu approach a tunA$l 
entrance surrounded by \anti 
mines. Some sman flying (and 



crossed fingers) is needed to 
dodge these and errter the tunnef. 

At trie top ot t^e playmg screen, 
Itanked by tuei and fire-power 
meters, is a face - the kxxning 
countenance of Sfax. The closer 
the player gets to his lair, ttie 
unhapper tiw face becomes, 

Ana as the ptayer gets closer to 
Stax, tfie action becomes fast and 
funous. wlh more and more 
altens. meteontes. and even 
Sf aK s fozoo (Shot f or a aooo-point 
bonus) making their appearances. 
But to save Gwendoline you'll 
have to htrry - her tflne a running 
out . .. 



TJt* JncfwdHilmMi MH itt ot (h* PC w f to ff mmk** tt trttyOr/ticvtl tQ nmgotwt* ttm 





ATARI ST 

Diskerte: £19.99 



The greptiics ar^cf sour>d are great: solid co<tourful spritaB wt>iz 
around ¥«*> pratty backgrourihi;t$in a realistic manner, and there's 
a reascmsble title tune as well as ^tacant sp**<;h. As for 
gameplay, '.^ t; < ' ; Is great fun and very addictive from the start - 
thou'j.T it might -•ear thin after ihe mad sorcerer's been defeated 
a few mes. Tl. s is a fast shoot-'em-up m tha b««t tradltiOTi. 



OVERALL 79% 



PC 

OisKette: £24,99 

Though not as colourful or graphtcally detailed as the Atari ST 
version^ thw PC Mrich .* is iust as playable. The tune and 
surprisingly clear speech are good, loo, adding to one of the 
twtter PC games around, 

OVERALL 69% 



OTHER FORMATS 



Amiga, Amstrad CPC and 
Commodore 64/123 versions 
are piarned - nothtng's toe 
much for Qwandoline. 



,1 fast shoot 
em up in the best 
tradition . " 
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REVIEWS 



ANOTH 





KNIGHTS 



KNIGHT GAMES II 

EnfUsh Software 



Following the success of Knight GBmes for English 
Software, author Jon WHIIams has now taken his 
medieval comtiatants into the future for the sequel. 
Knight Games //, The package comes with three 
intifvidually-Soaded games on two cassettes, offering 
around 1 90K of coding. 



The y$af ^S ^00? AD, but evori in 
1hi$ day and a^e the orber &1 
Chiv^ is not <j«ad: robots have 
m^efy replaced the armour-clad 
knights, and light sabred the 
sword. 

The game is split into three 
section^: Combat Robot, In Orbrt. 
end Ihe Final Tournament, The 



sections are played in order and 
access to the later sections is 
aJJowed OTtly once the proceeding, 
ones have t>e©r completed; 
therearter, * securrty paSswQr{J (S 

used to begin th« games at will. 

Cornbat Robot casts ttie player 
in the rote of Rot)by the RcJboi 
{although not he of Forbidden 



ftotriny ttvt Robot coflKti th* ■(rarfdad ■ll*f«« tfid l4otKi'1Cnt0ht« to tal(« Qitm 
b#ck to hta lounchpAd 



Planet fame), and H is his duty to 
travel across ihiree desolate 
landscapes in an attempt to 
rescue the atranded Robo- 
Knlghls, Head-Bangers and Big- 
Mouth aiiena, len of wtiom ate 
found in each landscape- 

A directior> indicator Is used ic 
track down the nearest 
unfortunate castaway, and the 
ensuing ect>Dn takes on a 
Dfcpzooe- style ^ameplay, with 
hordes o1 aliens attacking 
throuQhoul. 

SPACE INVADERS 

As suggested, the second section 
takes ttie player into outer space. 
Piloting a remote craft, his task is 
to decimate the attacking 
spaceships, wruist pn-atecting vital 
supplies that are t»eing delivered 
to his station. Supplementary to 
lasers In th»s game are a limited 
suppCy of smart twmbs. use of 
which destroys alt enemy ships. 
As with Ihe first episode, this 



ONE 



section Is, ^i^li Into three sub- 
levels, two tn spio« and the tNrd tn 
ihe loadilng bay of the ipKW 
station. Hwe the ptsv^ wards off 
the aJtens, m true Sfiace bwmMim 
laahtorr, as the suppttee era b«*r>g 
off-loaded into ttw bay. Shoot the 
nrteanies, biit watch the 
provisions: damagir^ these costs 
energy 

Having reached the final 
desiinatiorii, itie toumannient 
propeif is entered, where the player 
competes in hand-to-hand 
combat over ttwee events Jet 
Jousting, Ught Sabfas, arwJ 
Ptiotor Chains. The ptayw can 
n^wBangeaithar tne computer or a 
second panon to do hanie. and 
the basic idea is to datoat the 
Of^>ornent while sttempttng to 
avoid the sarrw. and incur as high 
a score as possible m the process. 

The Robo-Knighi la protected 
by shields whtch are damaged by 
tieavy conlaci with his oppon^it's 
weaponry. Wh^n his shields are 
cornpleteiy drained, lor hkm. ihie 
toumameftt is over. 



liliBi^^BIBHIBIHIillHBi^ 




CONIMODORE 64/ 

128 

Cassette; i3M 
Diskette: £14.dS 

Aftef wooing many lana wttti 
tha first Knight Games 
liragram, Jon Williams jutt 
may lose them again with the 
saquel. Ttn first striking 
feature are the simplistic, 
almost child«lik« graphics 
9nft awful 'cute' spdles, 
which seem terribly out of 
place. In fact th« graphics 
can only tw said to t>e doing 
their job \n the final load, 
where they suddenly 
tKecom^ ve*y good indeed. 
The gameptay is very 
dadvetive o1 earlier gem«s, 
offering nothing new, and 
what is there is quite shallow, 
having little depth of 
complexity , With a little more 
polish in the r^ght placos, 
f<j»yJiE Gan<Hi> " could have 
baan a very worthy 
purchase' unfortunateiy fta 
current standing is with the 
'average' crowd. 

OVERALL 48% 



"In 3002 chivalry is 

not dead: robiits 

fiave merely 

replaced tlie armour 

clad knigtfts, and 

light sabres the 

sword ..." 
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AWESOME KART? 



NG GRAND PRI 



Karting Grand Prix has the dubious honour of beting the 
first Anco game for the Amiga to be reviewed in these 
hallowed pages. Previously known as Anirog, tihe 
company was one o1 the first to produce games for 
the Amiga, and continues to provide budget releases for a 
mere E9.95. 













_ . 


- 




._ 








There have been plenty of racing 
games in lt>e past few years, most 
of whicJi have been coricemed 
wth the poweifut Formula Orw 
ears. Anco's vefsion features 
smaller, but equally nippy Go- 
Karts- 

The first screer encountered is 
used to select the desired track, 
ctiosen from ttie eight avai^ble, 
the number Of players, ik\\\ ^vel, 
whether to pcactioe tx compete m 
3 race, and the player's inntals 
Other opttoris include weattver 
conditions, plus spmcKettovslttnd 
type of tyre, vvh<ch are adtusted 
eccofdtng to tbe climate: dry. M>et 
and icy. 

Located at the top of the playing 
area is a reackiul, which displays 
the amounl of laps to be raced, the 
number of laps completed and a 
tjmer At ttie end of the race, a 
ctiart appears to inform the player 
of tfw score, the best lap lime, 
points bonus and total score. 
There's also a highscore featLtre 
chat automatically recofi*s ttie 
player's name and highscore lor 
posterity, and depending on which 
skill level they chose m the first 
instance, <t IS pia^^ tn either the 
Novtce. AmatetH*, or ProfessKinal 
tables. 



Rmclrtg mrowid a t»rrm»c trmck fn 



AMIGA 

Diskette: £9.95 

Kaflifsg Grgnd Rro borrows 
heavily from otfwr Qvert>ead 
facimg oanies, most notably, 
Super Sjinni, Control of the 
kart is simpto but fiddly, 
f««]uiring diagortals to ba 
found In order to accel^erate 
arnf tam et the same tinw. 
During initial attempts, more 
time is spent crashing into 
ttie scenery ttian racing 
•round ttie treck- The 
9nphlcs are ctear but lack 
poll^, end tfie high point of 
the gan>e is ttte sound. i>eirtg 
suitably noisy lamplad 
erKjine roar« and cra*Mf«B 
eftacts as ttw kart leaves ttie 
coure*. A bawc and wry 
standard raelngi game, wtilcti 
la only exciting in tf>e two- 
ptoyermode. 

OVEItAU.40% 



li 



. ftie higfi [loiiit 
of tfie game is tli« 
sound . 



** 



BLACK 




A/mJGA ATARf ST ARCADE ACTrON 



AMIGA ARCADE ACTfOM 



TOUGH GAMES FOR ATOUC 

noNf T FnpnFT in hft thf latest crl poster from your favour(te s ' 



REVIEWS 



THE QUEST FOR FIREPOWER 




Infogrames join the ever-growing list of companies 
endeavouring to make their mark in the 16-bit 
vertically scrolling shoot 'em up market. Trauma was 
actually written by the French company Ere 
Inform atique. whose list of successful UK releases to 
date IS quite impressive, and who are set to release 
(through Infogrammes UK) some quite stunning software 
" see the preview section for further details. 



The aolv sy^om ts in leopaftfy 
area again; a face 6t space 
batiaflaris ^s bont oo it's 
ciestructon. and itie task of sa vmg 
ihe d«y tails to rhe so»o player. 

Tha fTitssKjn's atm is one sifripiy 
oi dealnjcUon: ffy over enemy 
tMHiofy and Wast evefythmg that 



move*- The sihip's lenargy is 
depleied vwtien struck by enemjr 
5re Of contact is made with alien 
ships and suriace structures. 
SpecitK spinning cratt enhance 
ttia power of your ship wtwn tiit, 
and this enhancement tahes the 
form oi increasfngly powerful 



weapons and larQar ships. 

TeJ^porting devices dotted 
around safely transporl your ship 
a pfadatartninad distance across 
the current level. Emerging from 
tha transportar can sofneiirnes 



sereri« pace. odnsMierlno the 
amount tit high speed destruction 
mat IS reputred to survive. Trauma 
is availal>le for ttie Atari ST only 
and at presefit thene a^a no plans 
to convert it to any othsf format 




ATARI ST 

Diskette: £19.95 

The er>emy ships and surface defences are vary attractively 
pres«ntect and animated, arid tiacft grounds ar« colourful and 
acfall vety smoothly. The soijnd could be have twen much 
thn>«ti«r - m ackta little to the trantic action takir>g place on 
screen. Trauma is very wetl presented and should k#«p 
rfewcomers to ttw shoot 'em up scene happy for a whtle. 
HDwev0r, a certain man>ber of THE GAMES MACHINE review 
team manag«d to complete the game in less than t>v«nty ftv« 
minutas. It shDul^d ba a liit tou-gh^n «ven our in-hous* 
Bdventuf ous personage managed to get e^hty percertt of ttie 
waiy into the game! The fact ttiat " : . i Is far too eaay to 
complete is shown in th« overall pef cantage awarded - a $Kam# 
wh«n it looks so good- 

OVERALL 58% 



prove dangerous, howevei', H the 
exit IS postlioned in the midst of 
enemy flak. 

There ara four lavala to battle 
through, and at the ar^ of each, a 
hypor-ship Is dealt with Py 
daairoying the anersiy geneiiatififg 
giobie il carries. Tha wtKriA game 
consists o1 150 scraerts which 
scroll down at & ckioaptively 



" ,.^ the whole game 

consists of 1 50 
screens which scroll 
down at a deceptively 
serene pace . 



1i 




:6*«c^C€Aa)ON 



GH WORLD 



I m^m J^tifW-l'lmMWrmli 



Paraflnwd 9he« J t t^Mig the xsynym t nngit and w^ o nr mo ran 
eieOFonh; Artk 1 1 f-iS Sttiiorv Road. Ljng^. Bark* SLStYX Er^giantf 



IT'S GETTING THERE 



THE TRAIN 

Accolade/Elecb-onic Arts 



Train spmuialior^s might seem as safe and piediclable 
as the 20.30 to Reading - after all, there's none of the 
thrills, spiKs and steering of cars and planes as you 
chug along a preordained rail route. But Accolade 
and Electronic Arts are giving the genre a tigh ting chance 
and an unusual France-based historical background with 
T?je Train (misleading slogan: "Only you can stop it'). Its 
atmosphere is about as far from Evening Star and 
Southern Befle. Hewson's nostalgic simulations, as you 
can get on a cheap ticket. Has the risk paid off? Well, The 
Train' ^ arcade action may not be the greatest thing since 
steam - but at least it's getting there. 



K'S 1944. Tlie Secood WoHd War 

has begun rts tina) act, Hazt- 
occupied Frarce is awaiting AlKed 
IrbwalJon, The Germans, sensir»g 
defe^, are retreating and taking 
the spoils of war wjfri them. One 
sLich priie is a train full of France's 
artwort(s, bourxdl for Berlin. 

O^p^rate to prevent the 
ctisapipearancie of these irieasures , 
the French R^istance movement 
sends engineer Pierre L&Feu (the 
piayer) and Le Due, a train fireman, 
to hi)ack the train artd take it back 
through German lines to ttie 
advancing Allies at Riviere, The 
whole mission must be completed 
before dawn - trains are sitting 
ducks in daylight. 

To hijack the train from ttie Metz 
yards, Pierre must provkie 



machine-gun cover for LetXic 
while tie runs over to change the 
track switches (When the Gem^ian 
guards fire back, duck it tfietsuiiets 
get too ctose- a aingJehit ends tf>e 
game imfnediately.) 

Once out Of the train y^ds, 
Pierre and Le Due control ttw 
locomotive's progress from s 
codtpit-style screen. The engkie's 
furnace must be kept stoked up 
with coal, steam pressure in the 
boiler kept at a safe level, and 
maximum speed maintained to 
beat the dawn deadline. 

Using the train's whistle to 

Signel, Y°" ^^^^^ 9^^ ¥™^ 
Resistance t>fothefS'in-am^ to 
redirect the train on to any line. To 
twtp plan a route ^ a map details all 

the stations, bridges, tracks and 




(unctions jn ihe system. 

FIGIfTiRS AND 
GUNBOATS 

Enemy fighters diwng in to strafe 
the train can inflict heavy damege 
Linless quickly shot down by the 
train's anti-aircraft guns. And 
ottier enemy vehicles include 
Germian gunboats guarding ttie 
bridges atong the railway route. 
You must stop at every bridge and 
use the 1 55mm cannon on these 
QtinboatS before crossing, or be 
tikiwn off ttie trac)<s. 

Staftkins along ttie Hne provkle 
extra coaF and water and a hancty 
telegraph system fof 

communicating with the 
Resistance. But Germans guard 
1fi«se vital points, and for Le Due 
to get to the telegraphy unit Pierre 
has to again provide machine-gun 
cover. 

Inskje a statkxi, orders can be 
given to capture bndges, capture 
stations or repair ttve train. But t^ke 



The Train laoha firte. bat soon itvaemnds to CDmmutw tiuffn«9s 



Resistance can only hoW captured 
targets for a couple of hiours and 
c,^'t always r^pond to requests, 
so don't rely on tfiem loo mucfi. 

It the tram makes it to Riviere, 
the mission is assessed: you; final 
rating depends on the damage 
sustained by the priceless cargo 
of art and the numt>er of eoerrry 
targets destroyed during Uie 
pumey. 



RE 64/ 




128 

Cassette: £9.95 
Diskette: £14.96 



Thare an some qoo4 Ideas 
in The Train; the combinatiori 
of simufetor- style |r«k) 
control and arcade 

•et^iencee works weti. Th« 
tnfti>control screen ta 
reminiscerrt of Hewaon's 
Evening Star, ^ough 
nowtvera naer as complett 
srtd a lot easier to operate, 
and the whtstl*-blfawing and 
steady rhythm of rkting alorKg 
are r«merfcdt>lyefl6Cttva.The 
graphics create a Sacond 
Wehd War atmoaphara well, 
and thera'a a great safvsa of 
raaNam throughoiut itM 
game. But Hi* problr m with 
The Train ia tha afnpkstic 
•read* aai y ian c aa - thoudh 
graphkally ple^sinit, Ihay 
don't offer much ch ilh 
arid the garna ia rvtt: *r 
to complete. T|»«fa'i aoma 
Irtcanthra to try different 
rputee and to beat journey 
limes, biJi: interest will wi 
last. 



OVERALL 71% 



•I 



. the simplistic 
arcade saquenoss 

are graptiicaily 

pleasing but don't 

offer much 

chaileniie . . .** 
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BROTHERS IN ARMS 



SIDE ARMS 



Us Gold's sister company GO! recently tied up a deal 
with coin-op manufacturer Capcom to release 
computer conversions of teni of their original games. 
Side Arms marks the first of these, with the 
Commodore 64/128 version written in the US by Capcom 
themselves, whUe Probe Software are responsible for 
taking care of both the Amstrad and Spectrum versions, 
both of which are expected to appear very soon. 



The plan of megalDmianiacal' aiier 
Bo2on to conquef Earth provides 
Gte iat&si SAciiss for embarking 
upon a mjssioo of wantork 
dv^ruction w>d mayhem 

Stii» Arms's shoot '«fn up act ion 
tak^ place across 16 rionzontally 
scroti ing Xi&ckdropa, and although! 
ttwM l«v«ls of ditficutty are 
avttlabie at the b^^inmng. Xtv 
attack waves atways appear 
in »9t patterns, prsvtbtng few 
»Lirpirises ofic« familiarity hat bwn 
made, 

SidB Amis ioUows the recefit 
trend of pro^esawe shoo< '«m 
u{>$. featunng th« colisctnri of 
adctitKv^a;! weaponry ^ng the 
way. Equipment on offer inchKles 
spoad up/down, three-way i^iot. 
^M gun, a mega bazooka laurKtwr 
artd an automatic laser car^non. A 
ttirnpiete arsenal thefsfore proves 
quHft ffiesMijle. 

Combat may be faced so4o or as 
a two player loarn effort, the 



second partidpani being able to 
enter the fray at any time- 
Collection of AJpha/Beta symbols 




!i^v>M^j 




also allows, two player? to 
physically join iorcas and employ 
a powertul. multhdlrectlorial Beta- 
photon gun. 

Skta Amis isn't uary impreeslva: 
the gamepiay has been seen 
before and thfere's nolMng rMiy 
new or particuiary innovative on 
offer.. Tt>e garne itself ts reeRy a 
/ear loo late to make any 
shgniricanf i<T>pect on the mftrhgt, 
but no doubt ttMj name will live on 



COMMODORE 64/ 
12& 

Cassette; £9.99 
msltette: £12,99 

The Commoifore ir>cafTivtlon 
to I very uninspired offering 
- the graptijcs arant 
partkulaHy colourful or 
dynamic, and th« gound 
itoersn't amount to much. 
Tliere^a noi an awful lot to 
comment on, simply 
beceuee If « ai *o average 
and ftw been eeer^ maity 
Umes before. Itony teaturea 
of the original er* mieejitg 
and H doesn't realy p rq wlile 
ifie sam« vxhflerMkm ot 
excrtafnent of the arcadie 
verftlon. M you enjiay 
horlEonlally scroMlr>g shoot 
'•<n upa, try ttw tar supertar 
Dt^it/., 

OVERALL 59% 



"Many features of 

the original are 

missing and It 

dD«sn*t really 

provide ttie same 
exhilaration or 

excitement of the 

arcade version." 
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Al BATROSS FLAVOUR 



ROLUNG THUNDER 



tfC r^iri 



Converted by Tiertec, who also worked on US Gold's 
720", RolUng Thunder has been licensed from the 
Namco coin-op and (s one of the more expensive 
licenses bought recently. The conversions are botin 
pleasing, and make up for the disappointment provided 
by Out Run over the Christmas period- 



Playing a hero codenamsd 
Albatross' dcsesn't r«eMy bodd 
well -for a rnissiori to overthrow a 
s^ret organisa'tiort controlted by 
til-i« srnlBter Geldf a. 

The action takes place across 
ten levels of horizontally, and 
oocasionaHy vertically scroifing 
badtdrops set in Geldra's 
undervioiui base. The agent's 
route is ffiered wrtti obatactes 
sucn aa crates, roctts. a/Yt pHee ot 
tyres, and G«ldra's hooded 
hencf^men a/med with guns and 
bombs are continually on fits trail 
This oppositfOfi IS awiftty 
Blunlaated by a couple of we^i- 
aimed shots from Aibatross' 
rsvotvar of macl-Hne gun. untii his 
ammunition runs, out - titereafter 
he has to def^id himsdt in 

unarmed Combat. 

Acfdrtiooai ammuntiion is 
coJiected from behind spectfic 
doOTJS, indicated by a bullet or 
machine gun jin'ow on the wall. 
These alcoves also provide a 
temporary nsspile trom the 
ensuing {^rnage. 

SufT^ngly, the beffnning of 
level one appeal the hardest, m 
•*if\Kh the AJtHtrosa is faced by a 



sudden attack from a four or five 
mar gang with only the pistol for 
defence. By later levels, the 
defence systems have er>gacii:?d 
automatic lasers, end the eciii< i 
finally climaxes In the encounter 
with Gefdfa at the end of level ten. 





tOfPttttf 




SPECTRUM 48/ 
12a 

Cassette: £8.99 

Hu' ' :,' Thunder provldea a 
highly addictive romp 
thrmigh vtetence, and is ■ 
wefl designed conv^r^kori 
consicldring the Spectrum's 
limitations. PleyablNty is higK 
end, like many games of ihie 
sort, knowing the layoul of 
the levels help to endear its 
gameplay. The well* 
eninnated graph k? are 
mainly monochromatic, but 
there's a fair bit of colour 
splashed etjout elsewhere. 
Scrolling *s slightly j0rky, but 
HcRi.ny TfMirt:i.(f is good fun, 
not too IkKJfto on the breirt 
eeiik end (|ul«e deftervir^ig of 
xht Mtn ftMheo, 

OViRALL 80% 



JIMSTRADCPC 

Cassette: £9,99 
Diskfltte: £14,99 

Only slightty fess appeaHfig 
than the Spectrum u torsion, 
theAmstrad Is 

closer to the .ifcivit^ .i, level 
of difficulty, compensating 
(or its s4oiw«r ovenM speed. 
The grepM«« are eMtmnaly 
colourfut. almost 1e the potnl 
ot being g^ri^h, but both 
sctolling and animation 
could be better^ Entertaining 
and ctiall«nglng. 

OVERAU 78% 



"Rolling Thuniief is 

one of the more 

expenstve licenses 

bought 

recently . 



II 
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A WARP ON THE 




SKYFOX II 

EtectronJc Arts 



Six months ago they said 'the nerfbal! has landed' and 
proclaimed a new, all- American era on the British 
software scene - but by Christmas the Califofnia 
dreamers of Electronic Arts were admitting that 
things get going slowly in this nation of shopkeepers. And 
not even boss Trip Hawkins's tension-relieving nerlbalis - 
rubber sponges to squeeze and chuck - could quite cure 
the embarrassment {or the cash drain). But now Electronic 
Arts is finally in with a vengeance, following last issue's 
Test Drive and PHM Pegasus with titles like The Train and 
Skyfox If, sequel to an earlier flight simulator. 



Wttm ttw Keriomorphs attacKed 
the Terram federation many year? 
ago. ft was only th« courage o1 the 
Federation WarpwamofS and the 
newHyHjesligned Skyfox wart^ane 
that stopped tttem. 
And now that the Xernomorphg 



ane on the waiT>ath agann. you can 
giuess whafs going to jonn Ti^ 
biWe - the pEsyef ai^ the latest 
model o1 battleship. Skyfox fl. 

A mission-setection scf«en 
otfafs mi^aons trom low-risk to 
high-f»sk, and Wvee iofonnative 




whizzing out of the Federation 
Staittase artd off to lace the 
Xenomorpti?, The h»gh-i©dii 
cockpit display includes the HUD 
(head- up display, used for 
targeting), navigation and radar 
equipment, and powec mdicaiors. 
The cratt s anried with ITiree 
maJn offensive weapons; f^leutron 
Disruptors. Photon Pulse Bombs. 
and Aftti - Matter Mines (to lay out a 




1 PLftV I I HISSIQMSl I LEUEL I 



Guardian 



LEVEL: CADET 



RISK: UERV LOH 



Escort badlil damaged frigates froM 
starbase Madrid to I avatta where they 
liiii be repaired* Be prepared for 
Xeno attacks froM Asteroid Alley* 




nasty surpnse for anyone 
fOHOwing ttie ship). And s^kelds 
protect It fron^ collisions with 
enemy Tire and astepQidt, tuA 
power sooo dt minishes - ao watch 
ttw energy (eveJ. 

Heavy. combat often leads (o 
se^^ere damage, so finding a 
fneodV startMise to reluei and 
reipair is esseniiaJ. 

Once the misson is completed 
- Of ^cytox H IS btown to 
smiitiereens - a missioci- 
evaluation Is made. So good lock, 
Warpwanior. 



COMMODORE 64 

Diskette: £14.95 



Skyfox II la great. Okay, H 
bears more than a peuifi^ 
resemblance to that anctetfl 
biast-'em-up Star RaiderSt 
but it's good fun. It takes a 
long time to get used lo some 
of the functions, but you'll 
soon nnd yoiirsetf 

OOfTfldentty piloting your 
cfaft around the galaxy. The 
graphics are good, 

pari icy tarty on ttie cockpit 
display - and in tt>e stsrfjeld 
beyondf wiilch swtrls around 
wtiile you vJofent^ throw ttw 
Skyfox >l through its spaca 
manoeuvres, trying to avoJd 
ttiose deadly enemy lasenr 
bolts. So strap yourself into 
ttie seat and go kick some 
atien backside, 



OVERALL 85% 






Options: DESCRIBE teiis aii about 
each m^ssiH^, LEWL is used to 
change the diffK:ulty level, and 
SPECS gives the player 
information on the new craft, 

But the game proper begins with 
Sk^x fl Sitting in the lunger, and 
the player/pDot soor> has it 



fi 



. . , the starfield swirls around while you 
violently throw the Skyfox W through tts 
manoeuvres ..." 
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IGHTER 



AFTER BURNER 



he non-stop, action -packed, afr combat coin-op from 

I Sega is a vefy hot item at the moment: Acti vision 

I have the licence to produce a home computer 

version, the coin -op is proving a financial success in 

the arcades (see COIN-OP CONFRONTATION in Issue 

Three of THE GAMES MACHINE) and the Sega consofe 

version is now available. A powerful product. After Burner 

looks set to blaze a considerable trail throuQh the software 

charts this year. 



The objective of After Burner is 

very simple: fly across ertemy 
terrttofy on a migstor of unbiased 



Th« F- 1 4 IntUaHv kK>h» imprassiv*, biri 
ttwcontinuou* wdvifrt orMwrny 
llq h iw Ti toon \mm69 to pnonotony 



d^strudton. Eifmmatft wave upon 
wave at efi^my tightfifft, avo^ Ihe 
oonwtant onslaught of deacHy 
Jnoofning rni£si>es and Jitt«llpit to 
stay in on^ p4eca1 

Viewed from behind, the Jet 
(based on the F- 1 4 Tomcat) banks, 
climbs and dives through! the 
num^Qus airbornfe $tt$Ol<$. Each 
stage take$ ttlil pMot through night 
ar>d day fligM. above the ckxxls. 
lofw over the sea arid at tree-top 
height over ttie «nemy 
country$4de. 

ThS Cratt is armed with unl imited 
iqannon shells (lor dose range 
targets) and Heal seeding missile$ 
(fof use against distant fighters) 
Aiming ts achieved via a gurtsighl 
u^hich t^vefS directly m front of ttw 
jel, and a missjie sigiht that 
atitomiaticaiiy trades individual 
fi^hters- 

C<ri!iSion wrth enemy planes 
sees the jet explode in a ball of 
ftame; taHing 3 direct missile htt is 
muich mo<'e spectacular as ttw 
plane goes Into a death-drve 
spewing smolte and flames twfore 
pScK/ghing up the scenery below. 

ti would be foolish tn suggest 
that a conversion of AHer Bum&r 
coul^d T^latn all the features ol the 
ccHn-op. arvd Sega's version i9 nc 
exception. Motabte dffferences 
between the console version and 
the COin-op irtclude the lack of a 
throttle control, runways to laod on 
Of canyons to negotiate, and the 
Qrms5k>no1 a continue piay option 




SEGA CONSOLE 

TtwQ Mega Garthdge only: 

£24.95 



nrat impnaalona of Afiar 
Bumur art promMnn: Hw 
Btm* movM akMDO at quitoa 
■ p aadanitthaptanaipfttete 
•xtnmafy c}q»« In gnpMc 
<|in#ty lo Its ancad* 
countarpart^ Howevar, Vtm 
sam9 thin^ cant b* saW of 
th« groiunct faaluraa. 
Reduced to «r>dlftsst)r 
repeating layers of smaM 
waves, trees and dowcto, 
they quickly becoma 
repetitivfl. dimintsNng 

tntefestconsfderato*y. ThaliH 
game tune is pretty U 
falling to suit the ad 
proving instantly forgottabto. 
One aspect of the coln-ofi 
that's been captured 
faithfully i» ttM l«v*l of 
diffiqglty: it's 9n immafiaa 
tasit just to ^flt thnoufh aaeh 
stage without losing a Bfa. 
Although the hydraulics of 
ttM coin -op are impossible lo 
racreate, tfve cmiiss^on of 
runvrsys and the throttta 
control Ufflit th« gvnv'a 
appeal ertofrnously. Altor 

3lj.rr-*Tr, tike C^:jl Hijr' )« ■ 

mammoth convaraton to 
attempt and inevitably 
suffers some way during tha 
tmwlaition. On tha Saga, tha 
gam* has the spvad and tha 
same style of action, but 
without the incfedibia 
graphics rt's titUa mora than 
a f«5t and very drfficuW shotit 
'am up. 

OVERALL 80% 



"Notable 

differences include 

ttie lack of a tlirottle 

control, runways to 

land on or canyons 

to negotiate, and tfie 

omission of a 

continue play 

option . . . '* 



54/II6TGIV! TX DATE: 03-88 



REVIEWS 




CAN 



HEAR YOU 

SCREAM 



ALIEN SYNDROME 



Sega's gruesome, acid splattering and generally quite 
horrific shoot "em up now makes its way onto the 
Sega system ItseJf. As reported last issue, 
conversions to the 8-bit and 16-bit micros are well 
under way and look to be released around Easter from The 
Edge The Commodore version is nearest completion and 
is looking quite good so far. Mofe news as and when it 
arrives. 



AHpn Syfxirome lakes the form of 
H lutunstK; Gauntt^t clone, wth 
S)(rujHan«ous two pldy^ actiOr^ a£ 
m* heross. Maiy artti Ricky. 
ifKJivUtti a doaperate mission to 
mon6 captuTftd! connrades frofn 
the botfvels of seven alien 
spBCWihips. A lime bomb f*a& 
bMC Mt Oft 9^t\ s^iip so tt>s duo 
hvtn to rescLie aJI tti« prisoriers 
ttt6 escape t>efore the currerl 
v^seH explodes. 

A maior drff^r&mice t>elweer this 
and the coin-op game is tt>e leck 
of a dual pteysr faolity, whereby 
Mary and Picky take aJtem^te 
turns at piayirtg ih* hofo. 

The mission ts comiplicated by 
me pre&ence Of homWa, acid- 



spitting creatures which look (ike 
extras from Ali^a', vvtw wonder 
(he comdors. intent on inffictmg 
grievous bodily harm on Mary and 
fticKy, To even ihings out, 
however, the hero^i are armed 
with blastef^. lasers, 

fiamethrowefs and smart bombs 
which are to be found m 
compartments scattered around 
ship, 

IniiaJly. only (en pnsdners rM«d 
to be rescued, but the number 
inicreesea aa the p4ayor« progrsas. 
As me laM hoetege la ratrteved, Itie 
exit to the next level opens up, to 
repeal yet another alien btackmg 
the way, Thts Ivge mother-alien 
not only fires back but also 




B«Rlinfi hard Againit th* vtiwm ifinUng 'and of Iwwl ' uHinMlM allM 



requirea numerous hits tieford 
exploding jri a haiii of guts and 
orgiafiiC Ftialerial- 

Surviving this conflict 8»gnaJS 
ttve start of the neiri tevet wih 
lasier arid more vidous aliens, and 
less lime in wtiich to complete the 
task. The finale awaits on level 
seven wtmre an enormous, 
graphically dis^stir^ and 
extremely ferocious motber-alten 
lies in wait , - . 

Uke G^unUet, Atien Syndrome 
IS a mulKdirection^l parallax 
scrolling conn-op. Sorpns(ngiy, 
this has been abandoned m favcur 
0l pusti'Scrolling wtiere th« next 
location slides into view aa the 
player readhn the edge of the last . 

WUI our hmo rncu« Umii Mnprtvonvd 
tailoM human* iNfora III fiMa fowl 
ai tb« wjTTfMindlno SfMniy Mll i n j? 




SEGA 

Ttivo Mega Gartrtdge: 
£24.96 

Conwarslons from 

lnipf««8hre coln-ope af« 
always a rtsky bmineaa 
(Mitn^ the revVew of '.XA 
Run jn taWB thr«« of THE 
GAMES MACHINE], and 
atitiouQh S«oa Km* 
produced an — t he t toa fy 
p li ai n g vaf«iw> of Afcen 
SyiidrDrne, H** lod tomm 
mffmr vltat tartura* in 
translation. All dw lavala wrm 
there «i>d mu^ of tfw 
gamaptay h«s b««n ratalnad, 
btit the lacfc of dual play and 
the JII-iuHad puah^scrcAling 
knock* th9 o0iTi« dowm ■ peg 
or two in gefvaral appairi. Ttia 
graphics are a mixed begt 
rengifi<g from tti« rattwr beaiie 
apacftship comdof^ to the 
very impresalve mother 
aliwna. Th« retflatic deMh 
icraam of the c<Hn-op 
charvcters has been 
reduced to a wtitta rHjiaa 
screech which really shcrwa 
how bad ttte Sega sourKl ch4p 
is , As a flArM in tt* own righit, 
it's not fhait bad; aa a 
conversion tt's lost much Of 
the playal>tHty and 

atmosphere of the coin-op 
original. 

OVERALL ei% 



"A major diffareiioo 
between this and 

the coin-op game la 
the lack of a dual 

player facility . . . 
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A 



fter his success in the four United Artists films, Rocky 
Balboa (played by Sylvester Stallone) gets the 
chance to parade his red, white and blue shorts in 
Sega's officially licensed Rocky game. 



ThSftCtion starts with on^ or two- 
pltyftr optjom, where selection of 
the CHte-pJayer mode begins 
ftocky's cfiatlenge tot the title. 
Before a fight hie undergoes a 
strefiitous training session. In tl^ 
Iwo-piayer nrode. the second 
persor ia grven th'S chance to take 
the rote of Rooky's opponents - 
Creed, Lang and Dra^ - af>d 
ttiwe's no pre-iXHJi training. 

Three trgjnirtg sessions are 
antiered. each or« taking place 
befom a match, wrth th« purpose 
of eridoiiving Rocky with the 
fHC«ssary slcills to beai each 
opponent. The objiectn/e is to 
'qualify' from the s«ss^n by 
achieving a set an^ourtt of nrts 
withtn tfie tifne limit. The sand bag 



improves Rocky's punching 
power In readiness fot his fight 
against Creed; the punching ball 
improves punching speed for the 
bout against Lang, and finally the 
punching mitts improve the 
accuracy of flocky's punch for the 
Orago match. Although tfie 
training can^ be skipped. Rock/ will 
net be 'energi8«d\ and Ihe oVwr 
guys are likaty to mato m i n c amaa rt 
of him. 

During a bonA, there are aevsral 
punches avaHabie to the playef, 
including uppercut. hooh and 
straight -on punch. The match 
coosisis of 1 S rounds, aach spin 
into tlTre© minute bouts , wrth a 00© 
minute interval at ihe end of aach. 

Enengy is displayed as two 




Thi» IWiit h*4 * tamiliar ririQ to it 



power meters at the top of tfie 
piaying scroen, on© tor each 
tjoxer. As each si>ccessfut punch 
connects with a nval. the power 
decreases accordingty. If 
however . thie otf>er ptayar's eoergy 
IS low, a knockdown punch sees 
them eating canvas and taking a 



count of ten to reoovar. Should 
they beat the count, arvothar two 
knockdowns durrng ttiat bOLrt 
result^ tn a KO. and the ertd of the 
flvna. If tfie maieh goea the whole 
15 touttdi, a winnSig dacisiori is 
awarcjad by the fudges. 



KNIGHTS IN WHI 




Written in Japan, Zifiion is one of a small group of 
Dhginai Sega console games having no connection 
witti any earlief coin-op machines. It does, however, 
bear more than a passing resemblance to Epyx' 
classic platform game, trnpossible mission. An up-and- 
coming Zillion If draws on ideas from Ziftion, and there's 
also the possibility of a Zifiion til within the yearl 



The evil Norsa Empire has 
threatened to enslave the peaceful 
Banetary System, The player, 
takmg the rofe of JJ. a member of 
the legendary White Knights, has 
to stonn ttve Norsa labyrinth, 
rescue hra friends Apple. Champ 
and Amy. and find five floppy 
disks, containing information 
necessary for the destnjctkm of 
ttie fiorsa tfveat. 

JJ is exacted through the maze 
of roomsH and jumps obstacles 
and shoots enemy guards that t?ar 
his way. He carries an ID card to 
tap mto the base's computer 
ajRMam, and also tha ZHIion Lazer 



- the fabled weapon of the White 
Knights, 

The stronghold is negotiated via 
corridors and elevators which 
connect tt>e base's mafiy rooms. 
Each room contains a computer 
terminai and cylinders winch hold 
useful items necassaiy for 
completion of the mission: key 
symbols, if! cer<ls. Bread to 
increase life points and 'Opa- 
Opas* whicfi increase JJ's power 
levet. 

Once sufficient key symbols are 
coiidcted, JJ tap6 rnto tf>e 
computer system ustng his ID 
card. A computer screen appears, 




reQuinng an ' inpui cornmaAd'< and 
a moveable icon is directed along 
the key symbols displayed at the 
bottom of the screen, inputting the 



A trtrtfc 9w*rrh to nnd ^» 
four ciKiW rViuir^iJ to innmct 
tttt eofryputm- to open tfw dppr tp 
mnotfy0f hvml 



se/neiGM tx OATEoa-es 




SEGA CONSOLE 

, Two Mega Cartridge: £24,95 



TtM immedkat* lmpf«smion of ny ii tfwt rt (doesn't took lik« ■ 

as ttw ighte drop aroufK] tf>e rlngsHto) and the maifi 
grv^f: v«ry iNMHsttc And (airly «mootfi in Dpvratkifi » 
«v«n th« spfile ftickar la limited. Cofitrot Is nlc« and stni^pto. 
fMKHigh you often h«v* tO be qurt« f««t to coim^ci a punch 
btfer« your op^porwril, and taiar contandars prova quita a 
hvidful The training aa(|ueneaa ara a Bom«wti«t limitod and add 
Mtla to th» QvsratI gamaplay, which la at Ite be»t m th« ring, A 
dacam boxing ^pame, manvd antf by fts lasting appeal. 



OVERALL 79% 



\ 

i 



M4l«i' StdJiarM ttubkt, eHittHudty rocky «« hm'* about Id 1»ce Cr*M] 




"The Immfldlate 

impression of Rocky 

is that it doesn*! 

look tike a Sega 

0atne. . ■ 



11 



ITE SATIN 



SEGA CONSOLE 

Mega C^ftidge: E19.9S 

Whettier mtentional or not, Zkllion la vefy remirtiacaint of Ep^' 
ImpossiJie Missjor - down to ttie searching Jor and collection of 
Itiy cynnbolit Wd their conscrqu^nt deciphering to allow »cc«n 
to computer l*rmiriais- The action is a little rep«titiv«, but tha 
blend of hectic blasting action, platform precision and logical 
problem solving provei> v«ry addictive; many oam«& and plenty 
of reams of paper will be needed to solve it. Graphics ily the game 
i* good, but whit* th« main sprttaa mov« w&tl, the dver-preaaM 
S^a glitch is in operationH espaciaMy around tha toga, which very 
onan disappear attogather . An unutual Sega raijan - one to 
kmk out for. 

OVERALL 76% 



correct sequence of symbols 

initiates the computer.. If the wrong 
sequence is ©nlered an error 
mwwg c flashes with a request to 
iry ^ifl- JJ only gets tfiree 
anempis tsefore the computer 
Pentes furtt>er access, and the 
current ID card is lost. 

Only oncfl th* five disks have 
been found c&n the tnajn 
cornputer syslem be shut down in 
gjdef to tcMi the Nof^a's plans. 



**Zillion bears more 
than a passing 
resemblance to 
Epyx* classic plat- 
form game, impossi- 
bie Mission ..." 







The reactor wants to live, its automatie defense 

mechanisms may nof ... oniy you are the 
difference between continuing calm or almighty 

destruction. 




I^rom the creator of Hie superb 'Super Huey 
Helicopter Flight Simulator^ series, Paul 

■ * " ^eto 
your powers of reason and readiv 

Finding yourselfwithintheeenfral computer of 
a nuclear power plant, things suddenly start 
going wrong and if you fail to act quklcly and 
takethe right precautions then danger will turn 
to crisis and the safety of millions of people ond 
thousands of squore miles is jeopardised. 

A drama and challenge of chliling realism and 
awesome consequences. 




CBM 64/128 

£9.99 

CASSETTE 




CBM 64/12 

£11*9 

DIS 



U.S. Gold Ltd., Units 2/3 Holford Way, Hptford, 
Birmirtghom B6 7AX. Tel: 021 356 3388 



REVIEWS 




TEST DRIVE 

Accolade/ElectrtMiic Arts 



CwnmtKktfe 
Atari ST 



Cassette: E9.« 

DiskBtte: £14.95 
Diskette: £24.95 



The Am^ga version of Test Phi/0 
was rev«wfl<d m Issue Three of 
THE GAMES MACHINE, and 
achteviad the respectable mark of 



And ]fo«i nnay filnd YourwHl ■ 
■crtan 



Ml 1h« wttMl Of ■ (arg* automoblta - Atirt ST 




69% - unf oftunateiy, the ^rtaxtng 
graphics ovefshadtowed the ralhef 
shallow gamepiay Atan ST arid 
Commodono 64 owners can now 
ignoftt 8pe«ct iiiTiit& and oraati 



expensive sports cars to VWit 
hi6&jeti content wilh these faithful 
conversions from the Amiga or<gi 
nal. 



COMMENT 

Th« nuin talking) point of ttw AmlgA gam« #•• iii>>d«wbt»dly the 
very attractive g reptiles, but now with the rel«Bse a^ ttw ST Tfjst 
Drvv* tt's a case of 'anything you can ito". SourvJi is HmMed to stngto 
tofte «ngim noises, ti^e colour shading doesn't b^nd as well as 
it could and the jerky animation, is practtcally td*ntical On Itw 
plus sJide, however, the rosti moveme'nt t& smoother, slightly fes- 
ter In operation and tt>e disk accessing between stages has t>e«n 
Ihantrfui^ eliminated. Ttie I>l9$est probtem with T< .' l>T,Tr Is the 
lack of gamepfsy.' the Rock is stJii the same - repetitive, graphs 
calty basic and with a distinct lack ot variety and lasting clml- 
tenge. Even a novice ST games-player shcukln't find it too hard 
to get Itirough to the and. A very competent, titit ultimately uneji- 
cittnig release. 

ATARI ST 
OVERALL 67% 




TETRIS 

MiiTorsoft 



Amiga 



Diskette: £13.99 



's (JendisMy addtciive 
Rijsa^ import makes its debut on 
the Amiga, ttie con version written 
by Jorhn Jones-Ste«le from ar' 
idiea onginaOy developed in Mos- 
cow IJfuvers)Tv on an IBM A suite- 
ble Dafwa Whlttaker ^undtracl^ 
aooompsnies ihe puzzling action. 
The dbjactive 15 to continually fit 
fling biock» together a$ they 
eome to rest on the lowest pan of 
the screen:. Six differently shaped 
t>locks appear and fall at a preset 
speed, dependeriii on which ot ttie 
nine playing levels is selected. The 
ptayer anenpts to interlock tt>em 
and torm a horizontal line, and 
every time a continuous line is 
created (at any position within the 



block), the line disappears and lht 
femaining biocks. all n>qve dow;' 
one characier space. The game 
ends wt^en Ihe the tower of blocks 
reaches the top of ihe screen. 

Each t}iock may be moved from 
side to $ide as it falls, and rotated 
throLigh dO degrees by pressing 
the lire button. A bkxik may also 
be dropped instantty by pulling 
beck on the joy^ick. To help in 
planfkirkg tactics, while one block 
IS falling, the next t^ock due to 
eppear 1$ $t>own 10 thte side of the 
main saoen. 



mMH iPf Mil «wy JcMffft^w 




5a/1l6TGM TX DATE: 03-88 




COMMENT 

ConvBranrts down the micro scale, from morti powerful 
michJTWs, »re invariably diisapfjointing du« to ths mariniid 
gnphical and sonical differences. The &4 'c^^i D'lvc on the ottwr 
hsfKf. ^t^^nds up reniarkabV w^il . tt's suqpf »sirtg how much of the 
Amiga game hkas be«n captured in this conversion. The overall 
graph kcal effect is wefy gobd {considering the 64' s capatjititwH^ 
the c^r setectjon scr««fis are impressive, each car's dashtioard 
is neatlv ref>f«serrt«d and there's 9 r0e«onsbl« inr^pressi^n of 
Fiigv«m«nt, ftsfily comparable with the larger iTia«hlr»a3, 
although oncoming traffic looks rather hlocky and it's quite easy 
to ovefsteer on sharp bends. The solitary, winding road do«flfi*t 
eKactl;/ give the game fong term appeal hut thu ftve cars on offsr 
add some badly r>e«ded variety to the game, but stiti not enough 
to Sustain mterest once completed- - ' -■ has its faults, not 
9«ast of which are the limited gameplay and Eack of track 
vanstiofi. but as a first person racing game ft's well woiHi 
conft^dvririg for purchase. 

COMMODORE 
OVERALL 72% 



ti 



. it's surprising how much of tfie 
Juniga game has been captured in ttiis 64 
conYersion . 



II 



A WITH 




COMMENT 

TlM> main vtaHHri tUftwrvic* from th« <irH|lr<i«l l« that th« wcntn 
appear! tar morm cluttered. Apart trotn the matn panel > the 
HfMn £tli^lay« th« tcor*, cuivtnt lawal, the numbar of lines built, 
Stalt (number of blocks f alien), help (Infonns you of the keyboard 
controls) and shows which type of biocit is going to fait next. The 
blocks have been given an laametric perapecthre in thi» version, 
whleh Baarm rsther pofrttfese aa tt makes it silghlly miore difficult 
to Mfga vtrtwra thay'll tar^. Tha •eurtdtrack which plays through- 
out tha ganw. (a a pl«asa«it ona but naHhar hatpa nor hindera tha 
^^pnaplay. Terns doaant Kava (ha appaaranca of highly addictiva 
■Bp an|f9yab(a pu^a fiama until It's baaci ptayad a law timaa, 
pn^ ihan on thara'll ba no atopping you frmt\ returning to It time 
and time again. 

AMIGA 
OVERALL 90% 



OTHER VERSIONS 

AU formats should tie evaita- 
ble by the time you read this, 
and they ara: Spectrum 
tG74M can, £12.99 disi«): 
Cornmadore ft4/i28 {C^.99 
cast, £12.99 disk); Am&trad 
CPC i&M, CI 2.99 divkj; 
Amatrad PCW (CI4.fig diskh 
IBM PC (£1 9,99 disk): Atari ST 
^1999 disk). Some verslofw 
may va/y Jn presentation but 
tha gama la ma lm tha aama. 



''The tiloc;ks have 

been given an 
Isometric perspec- 
tive which makes it 
slightly more 
difflcuft to [udge 
where they'll 
land . « . " 







from this fast moving authentic drag racing 
«lmulcilion. 




ump to the smell of bt«rnjng rubber 
burn-in" your tyres. Recoil from th« heat of 
your turbos as y&v gun your engine. Feel the 
snap of the G Force as you release your clutch. 

This (sthe world of drag racing as recreated by 



Shirtey Muldowney, 3 times world champion in 

Professional Top fuel Dragsters, Tensely wait 

for the Christmas tree lights^ then pop your 

throttle and power your way down the 440 

yards in head-to-head challenge with Shirley 



'rofessional Top Fuel Dragsters, Tensely wait 
for the Christmas tree lights^ then pop your 



in one of her best championship races. 

But be careful. Don't red light, smoke your 

tyres or blow your engine ... there s 

Q long season ahead. 




CBM 64/128 

£9,99 

CASSETTE 



U.S. Gold U4.. UrYits 2/3 Hoiford Way, Holford, 
Birmlnghani Bt lAK. Tel: Oai 356 3388 




WILL THE MEKON 
INHERIT THE EARTH? 



DAN DARE II 

Virgh Games 



CofTimodore &4/12fl 
Olsketle; £12,95 
Cas««tte: £9.95 

OSrt Oar6 II aHows th& player lo 



take the rod« oi either sleety Dan or 
his deadly ef*emy, th« &r>tster 

1>Vfl Mekon't sMp , Mrhich is OiiC« 



again ihreatening Earth. hou$«i£ 
deadly Supertfoens enclosed m 
plexiglass lile-suppon DuCibies 
Depertding on w+ikch characler Ihe 
player chc^oses, xt\e mi&sigrt is to 
fiithef destroy aJI Ihe S^jpertroefi? 
before each of the four levels of 
:he ship setl-deslruci. of actival^ 
iheif life support cgrtrd boxeaand 
jettisori them inlo sp^ce, OUt Ot 
Oan's clutchffii. Iff both cases, all 
Supertreens miist be d«aJt with 
and each teve( evacuated befora 
the inevflrsubte explosion takecs 
place. 




COMMENT 

Tlw ipaad of movarnvnt in 
Pi ' iswefyi'Tipretslv*. 

Whethof you play ihe MMttM 
or Dan, the a ni matron ot the 
sprit A« on th^ir iittle ^os1«r 
scooters is feaitsUc, slick 
and glttch-fr»a; in fact. vtsU' 
■fly. [",:>• r< is ftxtremety 
fi#at. TI19 game Is played at a 
hectic pace {if ycHi warn to 
get anywhera) an^d, although 
lacking a fittia in depth and 
bfichdrop '/arjety, i-t^s Involv- 
ing enough and han 
sufficient enticemant -to 
ensure a good slice of addic- 
tion. 

COMMODORE 84/ 
128 

OVERAU 72% 



. . . the animation 

of the sprites on 

tfieir little booster 

scooters is reaiistiC} 

slick and glltcli- 

free . , . " 



VERSION UPDATE 

WAR IS WELL 



PLATOON 

Ocean 



Spectrum Cassette: £9.95 
(diskette: £14.95 

THE DEeuT retaasa or Piatoon on 
the Cominodore &4 eairted it 92% 
in issue Three of THE GAMES 
MACHINE, and now Chotoe 
Software deiivera Oceans 
Vietnam lilrr^ licence on th« 
S*>ectfum. 

The ftva sections of Ptatoon prt 
the player, an Amencan 'gninl' 
so^ier, against eoemies on bo4ti 
irijm itue connmunist Viet Cot^ 
and the crazed American Sergeani 
Barries Th« gameplay ranges 
frofn stratghif ofward s^toolifig to ■ 
demanding mappable arcacT 
adventure set in tunrte^ bored by 
the V*et Cor^g troops 

Cho»ce Softwares Spectrum 
Plafoon taann consists of S Pearce 
and OLyttte: OavKl Whittak^ 
helped out wit^i the music and 
sotjnd effects. (Cho4ce is also 
respon^bie fof tfie Anostrad and 
I6'bi1 conversions.) 12SK- 
Spectrym—owrters get the entire 
game m one load, but 4fiK -owrwrs 
have to endure ttir^ toads. 







, i 



•..'.t.iL'^rc 



!_ . . _ 1 



^ii.Ji:^^ 



li^ 




jiifi^tf ivflrfftrp's jyaf as ^Imosfiht^nc on frt<? Sf>*Ktri/m 



60/116TGM TX DATE; 03-66 




COMMENT 

It wae risky converting 
Ptatooo to Hie Sfiectrum - 
pwUcularfy because the 
gi*phics rely heavily on dark, 
•ubila colours to recreate 
the depressing atmosfiiiefia 
of iungle and tunnel wnrftr*. 
But colour is used 
eittensWaly, without muctl 
afttriliuta clash, giving the 
geme a remarkable 
atmosphere. And there'i 
considerabha apeed in thil 
version H especially in tl^ 
hMMet scene, which worka 
fnit as well as the 64 version 
despite mofiochromo colour. 
Tha tune with tha taSK 
version Is good, too. Each 
stage Is highly playable, 
afSdictlve, Incredibly tough 
and s great game in itself ^ 
ttte challeriga of Ptttoon ia 
tormidabie. 

SPECTRUM 48/128 
OVERALL 84% 




REVIEWS 



THAT OLD EILA«^K lUiAr^iC^ 



WARLOCK 

TlwEdge 



JUniST 



mskette: £14.95 



OngmaHy released on the 
Ainstrad, Wariock now makes tha 
joumey onto the Atari ST through 
fl^e coding prow'g^s of JamM 
Hawkins and (he g^ap^lcal skill of 



Tshir Roshid Bui does it spell 
success tor The Eciga^ 

For Qfice, the playSf is Xfte bad 
guy ' Doomlord. Warlock of castl>e 
Doomrock. The FofCes of Gcnd 
have inveded Doomrccit and ar© 
altemptlng to oust Doomlofd from 



his caslle lorever^ To evict 1il«s« 
unweicorTie quests, Doombrd 
searches his castle's rrvarry room's 
tot the u<t!tnat6 weapori, kAowd as 
the Orti of Power. 

To dfltand himsetf, the Warlocit 
uses magic misstle spells \o 
destroy tl^ vile creatures of Good, 
which wander tho cornclors of ihe 
HC^stle, Fiighllrvg and movefnenl 
costs energy but is simply restored 
t>y eating food. When all st-rength 
is lost, so IS the Wafkjck. 



W»todf to graphically 
rdmifii scent of r.iLf:. ,|<-> (aI*0 
from The Edge and comtag 
soon to the Atftfi ST] but i1 
lacks tfw pvExte* and QvvreM 
poiisli that made Patftght 
such a clflsste. Th« g r ep h tea 
are attractive and uae colour 
Quite w»ll to present a surte- 
bly grey, drib castle intedor. 
Unfortunalely. everyttiAng 
moves foo alowty arKf the 
short pauee t>etween 
scr*ena rio««n4 help. 
Although ttie perapective 30 
is good, it often proves 
drfficutl to negotiate, making 
mfnMfnen't very frustrating. 
Muaicrt accomjianiment i« 
rwa-eiletent end other eonic 
effectm ere mimmai, Vhm otitf 
sound being the plodding 
footsteipe of tile Wertock. 
The omiasion of exte«uhNi 
sound eftecfs end llmHed 
gameplay meike w%rt'' - ^ a 
retherdieepfw4ntino release. 

ATARI ST 
OVEIIAU.54% 



"The graphics are 
attrlictlve and use 
colour quite 
well 



I'LL HAVE A SLEIGH PLEASE, BOB 




Amsttsd 



Cassette: E9.95 
Diskette: E14,9S 



DifHet IntegrattOft's latent 
reieas6 simulates one ol ttie fas- 



test end most dangw ous Otympic 
Wintef Sports - the Bobsleigh 
Run. Starting oH on ihe amatevr 
Ciircuit with (tie minimum of spon- 
sorship rrtoney , it's up to1t>e player 




^naryj*^ nanrwrv^n 



to perticipate end win raoae ki a 
bid to become t>est bobaMgh 
te»m in the world. Cash is con- 
stantly required for improving the 
bob. training the ieam and repajr- 
ir>g any damage taken during a 
run Win races to gain sponsorship 
money whrle avoiding bankruptcy . 
Usir^ a firs! person cockpit' 



view, the ptoyor controls the bob 
as it thunciera down six ice tracks, 
Halt*pio bends, sharp oomers and 
high'Speed straighla provMe the 
chaiienge, but fin^ is the real 
eoemy ar>d only tiy tieating the 
qualification times can ihe player 
work ttvroijgh to the dympie aen^i 
ilseM 



COIWIWEifT 

Bobsleigh ta en enjoyable ganne to play. Raolng down the ice runs 
Is great fun and probably as rea Itstic as c euld be ex pected {who 's 
ewer been in a bDbslaiqhT). The %ix trackn with (hiiir ditfervnt 
danger lones arKl tricky corners add a good deal of variety to the 
game end the Increasingly faster queliticetlon times makm this 
no puelw¥«r. The eetnatfon of racing worlie c|utie well , aWiough 
tha Uraelts ara grafthteatty basic wWi wecter graphics prewldiiig 
tha 30 track dJapfay. Reaching the finish is quite easy, but twating 
the qualification ^mes takes con »derabie skill and a large chwilt 
of nerve. Striking a balance between careful cash management 
and skilful bob riding is the secret to Bucc«sSlfi B''jt)!j>:'i'rffi endttM 
Load/Save feature is a welcome addition. Fans of (tie Create Run 
should enjoy Ihte game but Itke most sport simuletkms, It can 
only have limited appetaE. 

AMSTRAO GPC 
OVERALL 72% 



.J— 

I 




"Fans of the Cresta 

Run should enjoy 

this . . . " 



TGM "R DATE 03-8801/116 



JUST WHEN YOU 
THOUGHT IT 
WAS SAFE 
TO GO BACK 
IN THE AIR. . 



FLYING SHARK 



Rnbfni 



Cassette: £9.99 
Diskette: Et4.99 

FiretHrd's oonwrsion of Taito's 
oom-op has now atrtv^d for the 
Amalraijt CPC range, Tbe Spec- 
trum and COfTimOdOr© MT^OTtS 
wvaMhy reviewed in thalast bsuQ 
Qf THE GAMES MACHINE, and 
Amstfftd Fiying Sh^tk hias the 
same storyline and fftatures, The 



missior ot>jectiwa <i$ simply to fly 
over a vertically scrolling enefny 
landacape and ^ool everything m 
sight. 




COMMENT 



SMrprWngiiy, ttw Anwtiad 
Vrtk w has taivd w«ry w«tf 
indaMt. Essentlslty It ptays 
•nd tookt (althDvgh it dQ«« 
ua« fsur cotours) exactly lika 
the Spectrum vmrskyn. Tlw 
detail chn the graphics ar^ oi 
a v«ry high starKJard and tha 
•canary scrolls •fnocttily 
with no los$ (ff apaed. For 
Ajnstrad-owni^g ran« of tfie 
an^ada original, It comaa 
higtify raconnmendied, and 
avan for thoia wtw dont 
know thi* Tatto oama, it 
■Iwuld alM prove to b« ana of 
the befttar btaata on 
Amstrad. 

AMSTRADCPC 
OVERALL 80% 



"For Amstrad-own- 
ing fans of tfie 

arcade original , Fly- 
ing Shark comes 
highly recom- 
mended . 



II 



m 



APACHE ON THE 
REAL THING? 



GUNSHIP 

MIcroprose 



BMPC 



Diskette: £34.95 



Microprosa's highly acda<med 
AH^64 Apaciie siiTkulator has tieen 
amund on tiie '64 lor some time 
and has racemry mm with 9imil^ 
praise oo (he Spectnjm. PC own- 
ers can now take to tha skias wrih 



the latent versKxi of this remarka- 
ble flight timt^atDT. For facts tv^. 
the K: vtrvion was isad in ihe 
MiCToprose AM-64 Ap^he 
Smulatof at (asl years PON 
show, pfovung d 5l3r attfacticm ai 
the s^w (alonigside 'Wild' Bill 
Steaiey himseM). 




COMMENT 

Gifiship Ja Uw definttiva co^nbat halicopttr «imulal0r. H* m^xlwr* 
of stratagy, vartaWa combat factora (kicludirfg ftighar aMH k¥aia) 
and incredibia depth have already made It vary popifiar on the 
amaier machines- PC i.un^^' p ha» been worth the wait- To gel 
tha itwst out o1 the gam*, ho waver, iosiaiiation of art EGA 
graphics adaptor im racommertded. The full, su(>»rtative effect of 
Wtlht can only be T«ail««d with $.ixtae4i colours, comparod with 
tha pinks, magentas, harsh wtifte artd grey shadings of the C(3A 
mode. Tlie flight conlzofs tend to b« sluggish, e«p«oi«ily when. 
W^ittg thw collective to dive m ctimb, but since real hallcapitarm 
{end most aircr^fQ tm flJOw in response this could be ctaaaad •• 
A highly realistic feature. The se^isation ol rrKrvamant la what 
we 've come to e xpect from Mtcroproaa, with tha amooth- nu nnlr>g 
gfBphics having a marked improvafneint In a p ai J over th« d-tjit 
releases. A worthy purchase for your PC - If you can atomach tha 
pnce tag, 

IBMPG 
OVERALL 81% 



" . . , an EGA graphics adaptor is 
raoommMKled - ttie full, superiative effect 
of flight can only be realised with sixteen 
colours . 



t* 
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REVIEWS 



GIFT FROM THE 




Atari ST Diskette: £1199 
Amiga OlsJiette; £19,99 

Ongtnallv r«leaS9d on I he BBC, 
ComnKxtore and Amsbrad. Pow- 
eipiay ($ somewhat akin to an 
anotnt form of Tnytat Pursuit Ifs 



(Jods - Apollo. H«fnii«. Hecate 
and Aphrod^a - to det^rrn^ne who 
t& the wisAst. Taking these drvin« 
roles, up to four players may par- 
ticppale. the obteCtivre tt^ftg lo 
accumulate pointa and strength by 
correctly artawerfng the questions 




COMMENT 

Th« rna»n dmormnet batvmen ttta 14 and Ei-btt vvntorw ar* Iha 
three challen^a scenaa, which add mofe variety to ttw pf ao a a il- 
Ings. Ptaying Puwtifp4av against ttw comfKJler alona GWibaooiTM 
rsthaf anfioyfng mm- you btgin th« g«m« with four charadirs •( 
th« loifweat poMtt of ttw mutatton acal«. while ttta e&mfjytaf'a 
tasfn compria** ot v>m9 ttw best and most powwiui citaractarm. 
Prnwerpisv ■* a worthy gante, with aom* humour in th* chAractar 
Biitrnatlon, but it tends to lack axcrtement and can onty ba 
en|oy«d to tti* full when be playad •Qalnat a triend or thre», Apeirf 
Iram that, il^s grsphicaJly pfa**^, but aomcairy duM: the »ufid 
aWa c I a donl amount to an awful kvt and ara practically Identical 
on both Am^ and ST. 

ATARI ST 
AMIGA 
OVERALL 76% 



posed by Zeus. With every 25 
t'Oints sewed, playefs have The 
ijpportur^fiy to mutate into a more 
powerful character wh(ch 
improves their charces in a chal- 
lenge - wtKere two ptayers attempt 
\Q answer a randomly selected 
question the fastest. The losing 
character is mulaled down a 
grade, and if already at the lowest 
level, becomes expelled from the 
game. Jhe winner is the first one to 
eradicate all opposing players. 



■ 



"it's a contest betw- 
een four Greek Gods 
- Apollo, Hermes, 
Hecate and Aphro- 
dite - to determine 
who Is ttie 
wisest ..." 



JUMP TO IT! 



ENDURO RACER 

ActlvtSlon 



Atari ST 



Diskette: E14.99 



The cufrant line of Sega co«n-op 
conversions continues with the 
Atari 5T raleasa ot Er^Ajro fiacer, 
tha dirt txke racir>g gamepfogram- 
mad bv QAqm Gamaa. wittn 
graphics by Focus and nxtsc by 
accomp<tshed B-bti musician, 
Dmw WMttakaf 

Tglw contfoi of a dn bdca m a 
race againai ftm oppoeftioo 
through ftva different scenic 
ftaoea: u«e ramps to |iump ovev 



obstacles, pull wheekies, swerve 
round rocks and hi>g the track in a 
bid to cross the finishing line frrSt 
Each stage tyes to be cofTip4eied 
within a set ttrrw limit if the player 
is to qualify. Coiltaions wnh other 
road users, rocks on thie course or 
obstacles on tr« roadside tem- 
porarily hatts progress, wasting 
valuable seconds, Malta tt through 
to ttierwxt staiga MHJ a time txmus 
<9 added. Later stages include naw 
hazards such as rtvars to tie 
lumped bHjshes on ttiecours* and 




COMMENT 

An annoying feature with ST Erduro Racer te Iha Mkar's life: It's 
rattier larg« and obscurav oncoming Kasjirds. Tha bik* and 
coMTtia grafihlcs thamselves ara colourful, dabilled and move 
wWi a fair ariKHjnt ol raallsm. Tha road in particutar scrolls along 
a4i>e«thly, wWi the aenseiion of hills and dips in the track adding 
to the game's authenticity and appeal- David Whittakaf's tuna« 
arv enjoyable and add a Inwiy nqta to ttie game. Among the rnariif 
opttona availet>le to tt>« player (inctuding a •uperfltMMia aave 
UBilii aLiiiii to disk facility), th« ability to changa the mousa 
wapowaa speed is a wel>con» extra. Ttwre's llttia d^tflmnn^t 
tMtwaen mouse and Joyst^k control «» lh«y both work woti, but 
unfortunately, even wWi the Mgh kavei of gam*p4ay and waalth o( 
optional, it's aii (mr too easy. ThacAurae is undemandkig, doesn't 
eonliin enough hazards and iaraeNnw strange reaaon,lt«a playar 
can go through other bikans. lb* tech of sortous chaMange t« a 
nrtajor flaw in what it otherwise a reasonabily poliahed game, 

ATARI ST 
OVERALL 52% 



ttm appearance of cars on the 
track, 

Effduro Racer has had some- 
thing of a mixed history on ttie 
home computer front: the Spec- 
trum version proved amazirtgty 
faithful to the cotn-op despite ttw 
colour restrictions; the Amstrad 
version although good, was fittle 
improwerneni over the Spectrum 
game, and the ^ version was an 
unmitigated disaster. 



"The ladt of serious 
challenge Is a major 

flaw In what Is 
otherwise a reason- 
ably polished 
game." 
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TONIGHT 



F-15 STRIKE EAGLE 

MicraprDSA 



Atari ST 



Diskatte; £24.95 



f-15 Slnkg Eagte *as ofbginaKy 
released on the 64 and the Atari 
S-bit sems. over three year^ StQQ- 
Atan ST owr\eirs have had to wait 
slightly longer tor their vefsiori to 
appear, but it's here at lasi - was It 
worth the *ail? Converted by 
DtfltUi MiiAlona. F- IS Strike Eagfe 
was Ofiginaliy designed tiy Ski 
M^iw, a name familiar to Micro- 
prose fans as ttie designer o1 sucti 
previous Microprose pfoducis as 
Siient Sefvice. Soto Flight arid 
Gonship (reviewed on the PC in 
this issue). 

F-15 Stnke Eagh lakes th« 
player throLi^h eight missions over 
ertemy lefrrtorv, engaging fighter 



A i/^ty fitmappomting opfwvralpvi otm 



f6ts, avoklmg incomiriQ missiles 
and bombing atnflslda, SAM sitesi 
and Other strategic targets. Each 
mission is set m a different region, 
from missloris Over Iraq, Vietnam 
and Syria through to rrFCKlsrn day 
rrvlsSilons Over Libya and the Per- 
sian Gulf. 








COttlMEIIT 

Microprose ftlrrtuiatiorrg are 
normally something worth 
waiting for, anticipation 
being especiatly high for 16- 
bit commrBions. What a dis- 
appoifttment then, to see the 
Ateri ST coriwrsion contain- 
ing Nttte in th« wa^ of 
lmprQV9«nvnt« ovef the origi- 
nal 64 geine. The eftemy Migs 
an ncm moHd graphics, 
Ihere^ a meuiia control 
Ofilidrt ftrtd tf^e spee-d is obvt- 
Oiniy somewhat quicker, but 
ifa still the »ennie, rather 
tkaeic, eir combet ^atna ol 
thre« yeare Bgo. The ofnie* 
eion of tetraiii #i«tur««, leav- 
ing Jiuit the plein horizon, Is a 
nuijor mletakfl conelderln^ 
wrtwt tf>« ST cen do, Much 
more was expected of the ST 
version than this, and lo be 
(rank., FiL ssrikfj Eaqto has 
not been worth the waft. 

ATARI ST 
OVERALL 39% 



''Tobefrank, F 15 

Strike Eagle has not 

been worth the 

wait." 



WHITE KNIGHT 
TAKES BLACK'S 




DARK CASTLE 

MifTorsflft 



Amiga 



Diskette: £24.95 



Enter the ptafforms and i^dders 
world of Dark CsstiB- if you dare, 



Journey throttgh dungeons, 
laboratories ^rid caves, fighting off 
rats, bats and magicians until yoii 

eventually come face to face wiiti 



.-. a 



COMMEIIT 

The only real nctice«ble dlf- 
ferwices between the PC 
and Aitiig« wer^ions Of Dark 
Castle are tf>e Improved 
graphi'CS arid sound in th9 
latter. Tha gamepiay is frus- 
trating and the control of the 
main character is difficuft to 
m89te<r. Tlie stereo sound 
NKomss annoying after 
playing for a while, aa bats 
flap, rals squeak and whips 
crack endlessly, urging the 
player to use the vo iu me con> 
trol on the rrKMiitor, !j;jfkCas- 
lle is the first atternpt al 
games software by tfie 
American company, Silicon 
Beach Software. (Hopefully 
their second effort will be en 
Improvement. 

AMIGA 
OVERALL 55% 



TrvtwTM thti pltitfofTn, eiimb ihal 



the uitimate ohaUenge: the Black 
Knight, 

Inrnalty, rocks are all you ftave to 
defend yourself with, althougti 
magk: weapons artd eiiKirs are 
scattered Ihrougtiout the game to 
■lid your efforts 14 jrooes of lad- 
tier-clinrtorjg, rope-swingmg and 
rock -throwing must be success- 
fully negotiated tiefore the Black 
Knighi himself can be tackied, 



"The stereo sound 

soon becomes 
annoying as bats 
fllap, rets squeak 
end whips crack 
endlessly* urging 
the player to go for 
the irijilume con- 
trol .., " 



,„^^^, — # 



^t^tm I 
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SHARP AS A KNIFE 



JOE BLADE 



Atari ST 



Diskette: £9.99 



Joe Blade mailKs the first budget 
Atan ST release for Pleyer* Ongi- 
rially telcrased last year for the 



Sp*ctfum, Co/nmodore and 
Afnstrad, Joe Blade ■^a^ reasona- 
bly well received. 

Tile ST version follows th& ^me 
gameplay, with Joe Blade, a clean. 



mean fighting^ machine, being sent 
into the evil Crsx 0JoOdfiing«r'$ 
encamprrant of dungeons to 
rescue sJK worki leaders. 

The action is viewed ffom the 
Side, as Joe explores tlie fiick- 
screen base in search of the cap- 
lives while overcomtng tbe guards 
with his semi-aLflomatic machine 
gun. The stronghold ts pfoteded 
by six booby-trapped explosives. 
ill of which are deactivated by 



■B^BBBBBBBBBBMIIIMiaMfpBII!— 




reassembljng the access code. 

Many objects are scattered 
around the complex, the most 
useful beirig extra ammundon, 
food supplies and an an enemy 
uniform, allowing Joe to war»def 
freely around the dungeons with- 
out attractmg the guards' atten- 
tion 



COMMENT 

j! has converted 

exci^odingly w«(l to the ST 
with a good linie in graphica, 
whith follow tha almoBt 
humorous approaoh of Hs 
predtfCMMfB. fleteinina its 
^nif>A»ttc ■hoot- and -a««rch 
approach mskea it an 
•r4joyat)4« game lo map out 
and complete relatively 
easily. 

ATARI ST 
OVEitAU.72% 



''Joe Blade, a clean, 
mifan fighting 



ma chine 



II 



FLYING AXE 




IBM PC Diskette: 



£24.99 



The AH '64 Apache tielicopter 
seems to t>e the in-thmgon tne PC. 



with the release of both Gun^tvp 
and Tomahawk thia month. Firsi 
appeanrtg on the 3pectnjmi pn late 

1985. Tomahawk mot with 



Immediate success. Its high quel- 
Hy sensation of flight, fast-movmg 
wireframe graphics and incredible 
realism made up for the lack of 
chaNeoge in the miaslons, and 
since its release, Tom0hawk'& 
success haa resulted in CBM 64. 
Atan aoo. Amsb«d CPC and PCW 
^•ersions. The latest addition to the 
inrnily was wrftten hy M Goodey. 




COMMENT 

lr.'r.::'..iA'^ now appear! 
rather dated due lo tt^e laok 
gf content in the mtsslorta. 
Th* grflphJca work wati end 
the flight senaetion la still as 
Impreaaiv* as ii was iwo 
yaara ago. but there's pre* 
CiOu« 1ltt1« «)»• to it As It 
atanils, fomflh,Hwl« is no 
major Impf-ovement avar the 
original S-bit versiorts; the 
^iMd ol axacutlon Is aignlfl' 
cantly faator but that's about 
•IJ. There's no shaded 
graphlQs, little or rto raflne- 
ments {although thn 'ability' 
to fly ttvough motHittlna has 
b««n rectified} artd tufprl*- 
Ingty, no further laska or mis* 
stona have been added. TTm 
possibilities of improving 
Torr'iiiJitiv^'K for the PC were 
erKlleaB, but unfortunately 
it's an opportunity sadly 
missed. Yet enotfier conver- 
sion whioh faili to make 
effective use ol (he PC's 
power, 

IBM PC 
OVERALL i7% 



"Tomahawk Is no 

ma[Dr Improvement 

over the original 8- 

blt versions" 
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FIGHT 
YOUR OWN 




WARS 

20 COPIES OF 
MELBOURNE 
HOUSE'S NEW 
ARCADE 
CONVERSION UP 
FOR GRABS 



Hot from me Arcadia can-op cotthq 
Ro^ Wars. One or two p^avara guvde 
titM&sph&rm - round, trrprtwut^- 
vmourM vmtM* - Sfong 
AfflMQ U ddoo Moon's tong, ftni^ 
road tPd VDHh and biel anytNt^ 
that gats n N^ar way. 
The game « akasdy evadabie on the 

CQimmodore 54/128, Amstfad, Alan 
ST and Amtgs V9 imminent - and 
we'v* gc^ ^ to giwe away' 

Al you have to do ts solve the puzzle 
titkruf Wht« the answer on i^ tMCk 
Ot 4 postcard Or healed «nvfiiop0 artd 



wtiizj It ain lo ROAD WARS COMP, 
THE GAMES MACHINE, POBOK fO, 
LUDLOW. SHROPSHIRE. SYB lOB 
to anivQ b«fore I7tn March. Dcn't 
forgel lo atala w^i4ch compirter you 
ownf 

If M«4bi>uma Hotfia produce 
150,001} copies Df rta:id Waf?,, of 
vwflteh one m evary eight copies vfot 
an Atari ST varsion. how much 
would' *t coat orw pe-r^on to huy fill 
Ifw Atan ST ver&ions ■( a 10% 
cHscounT? 
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This garne oisf? ovoitoble bv n«3fl Older at £& 9% oarootfatta Sooa v^Mf 
F^. rTK^cM oul TO D A H Games plus Q lotQi^ SAE wlm 2Sp il<vnp affioched 
wt«e your nome ona ociCim* ofi i«i«rte sidd of crwque (72 noun deiNwy) 

19. Mrliir KfKid. Slt'vciUifjc 




ADVENTURE 



ROB STEEL'S 

GETTING 
ADVENTUROUS 

SPACE QUEST II - 
VOHAUL'S REVENGE 



Sierra On-line Inc 

ATARF ST Diskette: £19.99 
AMtGA Diskette: £19.99 
IBM PC Diskette: £19.99 

en and Roberta Williams are best known in the UK for 

K their adventures, but they've been creating leisure 
and business software from an American base since 
1 980. Thetr first gan^e. Mystery Houses was made 
known to the pubfic via a small ad in a local magazine - 
and to their surprise and delight it eventually sold more 
than 10,000 copies. A family business was formed af>d 
christened Sien-a Or?- Line Inc, With successes such as 
The Wizard And The Prtncess and Missfon Asteroid under 
its belt the company quickly expanded. Today ^ Sierra 
employs nearly 80 people in very grand offices, afthough 
Roberta and Ken maintain a homely working atmc^phere. 
This montn THE GAMES MACHINE features Space Quest 
/land PoUce Quest from Sierra. 



$pai;» Quest tl - Vonaufa 
/I»t«ng0 toHows the adventures cil 
Mni t tf on engineer fkrger Wilko 
tirie ' hero ' of Sp&c^ Quest J) Wilho 
is Ciptured by the evil Sludge 
Vohsul, who informs Him of bis 
devilrsh plans lo dkimp hordes of 
iKie-insurence &alesm«n oo Imis 
home pianat - and gfoais thai tt>is 
turn Rogar won't be atjfe to liop 
iwn. 7h« unta rtuna ta WftH<o is to be 
I f anap ortXl tottWfWnes ot Labnon 



1Q0 a life sentence of hard liilxHir. 

But dorme Wilfto's forced 
journey to Ubion he gets his 
chanoe to eacaptt. HIa escorts 
heve neglecied to rwlbel the 
hovercraft which is taHirkg him to 
the mining site, and after 
spluttering ov«f the treelops of a 
Labloii foreet ttw craft coughs and 
dies, tending the two guerds and 
Hogsr hurtling to the ground. 

LucKiiv our hero is saved by ttw 



f^emt6iac*vn#>th*n*twritMirSkta0*Vi>NHH-AtaffaTmcf»0ti 




mv-on, duf oTgas ati^H'a a Utng way oown . 



cushionirio effect of one ot itie 
goon's bodies. TNs is where the 
adventure propar begins. 



HILARIOUS 

Space Quest ti IS Nianous. From 
the opening seciuence outside ttie 
space station - Roger ia awoaping 
up and hnadverten% let$ go git li«s 
broom, avowing It to drift away into 
deep space f That's the third one 
this week!' shrieks the supervisor) 
- to the conversation between tfte 
two goons ea they realise their 
hovercrafi is out of fuel, the 
animatior, text and overall 
appearance of the game had me 
crvir>g with laughter. 



The SlerTB prognHTimers ttave ft 
keen eye tor deial. and the 
progrBm permits even obscure 
Inputs tertuou^ lini«ed wrlh It* 
currant Burroundir>gs and 
situations. The hero (vwho can tM 
renam«l tjy ttie ptayer) walka 
aroufxj each screen arvd cen 
uitBratf;t fuNy with ttw objects and 
craaturea he comes across: he 
rrtay wait behind nscKs, open 
doors, dimb Iraea and wada 
through swwnpe in en 
imprei^ive^y nAahstic fashion. 

MasA oi the screen is talten Mp 
by graphics of the tocationa and 
events. Roger's movements are 
con^oNed vie keyboard, foysttcA 
or mouse, and itiespwdoi avents 
may be alter ed by tile playw art any 

our )l«^Q mar eerrtiinu* Oft M* ctwMf 
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ADVENTURE 



tinrte (ih^ r«aTure o very imponant 
at pointy). 

Bekiw the graphics window is a 
%\ngiB tine for text input, The parser 
13 surpfisi^ngly comprehensive, 
COrt&icterinrg the artiourtt of 
graphics, sound and *nimai(on the 
prograrri has to d«al with. Each 
k>cat»c»n has xo be loiitled from the 
d^. but tha results are wei\ viiorlh 
tha short wait. 

I played Space Qusst ft ror about 
five tvoura, enioyed every minule 
o1 it and wanted mora. The gamB 



IS vast, and the creature in Ihe 
swamp prev«Aied my progr^, 
but whar> the pressure of 
deadlines ^as faded a frttia I mK 
return to this adventure and 
attempt to thwart the plana of 
Sludge VoNaui. 

AIWOSFHERE 93% 

IffTERACnON 96% 
OVERALL 95% 



SHADOWGATE 

Mindscape/Mfrrorsoft 

AMIGA Diskette: £29.95 



From the award-winning creators of Deifa Vu and 
Uninvited comes anolhef icon-driven interactive 
graphic adventure. Icom Simulations Inc, Mtndscape 
and Mirrorsoft once again }oin forces to bring the 
game-pfaying publtc another masterpiece of cursor- 
clicking questing. 



deaths. Almost every locatbn 
contains a deadly trap which can 
me^in starting the game . 

True, some of these traps can 
be avoided with a little logical 
thinking, bcit most are hit and miss, 
even bordering on the unfair. 
Helpfully, there's a save facility, 
but those regular deaths are 
tedious. 



WORD POWER 

The screen layout te very neat, Top 
let! is a graphic of itie correrti 
IpCatior and vitiible ObjACts; top 
right IS the commend box, vrfiich 
irhclud^ words like EXAMINE, 
OPEN, SPEAK and OPERATE 

OPERATE IS interesting - 
coupled with OPEN it 
onoompasses almost everything 
Hsn© can do with objects or 
creatures found in Shgiiovig&tie. 



For example, kays neod to Cm 
OPERATEd on doors to unlock 
them, and you must OPEN 
creatures to discover wiiat they're 
carryir»g. 

Moveable items dmpiay&d lii the 
iocatior window can be droggad 
into the player's inventory window 
(situated b^ow the command box) 
as long as Ihey'^ '^f too heavy 
and the piaysf isn't atraedy 
overloaded 

To ttie nghi o1 the inventory is 
ihft exit window which displays ali 
possible ways out of the current 
location And at the bottom o1 ttw 
screen is the text window, wrjh 
messages cor)cemir>g locations 
and events. 

Commands are input via 1^fe 
mous« by moving the cursor and 
clicking on the desired command, 
such as EXAMINE, and then on the 
chosen object, in soma cases 
double -clicking on the obfad 
alor« wiJi do the (nek - the 



Shadowgate, once a shining 
fortress forged in the era ot 
freedom and sunlight, now stands 
ail but tfygotten. a cold 
mouldering ruin. It is ir^to this 
desolate and evil place that you. 
ihe last of an ancient line of kings, 
must venture- And rt is in 
Shadowgate thai you must 
confront tlie evil warloctt lord and 
confound hts dread purpose; to 
raise the titan 8ehemotJi from its 
rest and bring atxHJt the 
destructHjn of your homeland. 

The adveni ure opens at the door 
of Shadowgaie. and the first 



problem is discovering how to gat 
into the pl»ce. Once you're inside. 
the puzzles and instam death' 
come thick and fast although the 
recurring problem Is maintaining a 
light source for yourself - moving 
around in ll^e darh is detnmental to 
one's tvealth. Fortunaiely ihere a/e 
ample torches lying around in the 
first few locations. 

Stiadawgate is very attrarctive to 
Iooi( at and interesting to listen to, 
(f a little emberrassing - ttw wtiole 
office can hoar when you've died 
for the fifth time In an hour. And 
indeed there are tco many instant 




In youi^ s^.ai«cti €9** st soiu^ce of 
1 isnt ypu ti>ip :&nti br^eik youx* 
nech , As yau die, vou f^el 



npch . As yau dip, 
dissT«,2ced that you 
die in t^ At t I e ■ 



*t i»ait 



Examine i- Close Speik 
Operate 60 Hit Consune 




program understarxls tfmt if you 
double-click on a closed door you 
probably want it opened , This also 
works with EX/WINEing soms 
oit^ects. CLOSEing cipar>ed 
containers or doors and GOmg 
through exlls. 

ShatfowgAte is enthralling, 
exciti ng , interesting and extrerrtely 
frustratirvg. (n one location, wilti 
several closed coffins, the 
atmosphere is so slTong fftal 
opening each coffin bacorrws 
iiterahy a test of nerves -you know 
that death may lurk inside any of 
theMBketa. 

An adviontune which can evoke 
Ifwl kind of emolton within ttw 
playsr has to be a winner, 
ragantless of how many instant 
deaths one meets, ^ladowgaie 
'.T.inds proudly b^itde K's 
jccessfui predecessors. De/a Vu 
.nid Unmviied^ pertiops even a 
> i>uple Q* incfies taller. 



ATMOSPHERE 87% 
INTERACnON 88% 
OVERALL 87% 
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POLICE QUEST 



Sierra On-line Inc 

ATWI ST Diikettfi; £13.99 

AMIGA Diskette: £19.99 
AM PC Diskette; £19.99 



In 1984 Sierra launched its innovative King's Quest, 
the *3-D animated adventure game'. It was the first 
American program in which the main character could 
be manoeuvred through the graphics in a three- 
dimensional perspective. He could travel from one screen 
tQ the next, and in and out of objects; if the player typed 
BOW TO KING the character woutd canry out the 
command. King's Quest was typical of this software 
house's creative thinking. Sierra began programming 
when the home-computer industry was fairly young and 
intends to remain an imaginative force in the adventure 
world with releases like Poiice Quest and Space Quest it, 
all the way through to the inevitable ifitfoduction ot 
interactive video disks. 



LyWon's police cfepartmenl is 
responsible lor k««^ng the peace 
ir the small ccxTimunity, and 
proteciine its people and their 
pf operty from crime. Orticers must 
perfcMTTi m a prafessiOtial manner 
at alf times; they must be 
overflowing with oomrnon sense, 
ofgafifMttofl. r>eatne$3. loyalty. 
guts, hooHsty and seff -control. 
Unifonns must be clean, shoes 
9hiny. socks matching, holes and 
patches invisible. 

So it's not evefy adventuref who 
can b« one of theee 'blue kntghts' 
■nd teckfe Lytton's growing crime 
prebtom; an evil mastarmlnd^ 
dubbed Desth Angel by the media. 
a creating havoc In the 
COmmuorty. Irafficking di\>g3, 
ptannmg robberies and murders 



and generelty making the streets 
unsafe fof Joe Public 

It's up to the pieyerto prove that 
he's 8 good enoogh cop to go 
undercovef, weed out Death 
Angel's gang and bring the 
racketeer tO iustice. Mahe one 
mistake, lose a suspect or m&ke 
an anest thai won't hold up in 
court arid yoof chance to get this 
master crimlrwl will be lost forever 
- or at leeet unttl the game starts 
again. 

ON PATROL 

Humour Is everywhere m Poiice 
Quest, and it hits my funny bone 
right on the chuckle button - es 
with Space Qu^t it I tvad froubte 




A cl**f* eof> ism h^ppycop 

typirvg commands m my fits of 
laughter. 

But there's a real adventure too. 
Pohce Qu0st includes more than 
too city streets to explore using 
the patrol car The idea is to drive 
to various locations (a map is 
provided with the packaging} and 
al 6dch one walk from screen to 
screen. The car can ateo ite used 
tor high-speed pur^uitS- 

Sierra adventures are biased 
toward graphics rather than text 
deecnptions - and most of the 
Pofice Qoest display is the action 
window. The player is a little figure 
who walks around tt>e many 
screens Interacting neaiJstically 
with people and objects. 

Control of ttw mam cheracter is 
via keyboard, joystick or mouse. 



ar%d tfiie speed can i^ ahered ei 
any tirtie. 

Ae with all Sierra's recertt 
adventures, the parser can deal 
with most likely inputs. en<i 
interaction is very good. The car is 
tricky to control at first and the 
sound lets the game down sdightly. 
but Pciice Quest is a large 
adventure with mora than one 
solution and shoukj keep even 
hardened text-only-adventure- 
players amused and involved for 
qurte some time. 



ATMOSPHERE 89% 
INTERACTION 93% 
OVERALL 92% 



[ 
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Pyi IV RELATIONS? 



r 




/oy ^ire standing at a junctio 
nderneath a battened old bus 
top sign. To the north a pati 
eads to your uncle-'s house n 
he road runs eastward to 

Cr o ck h an - b y - S e a . 

4hat ^next . MalcolM? 



Most budget adventures are written with a utility such 
as incentive's Graphic Adventure Creator or Gllsoft's Profes- 
sional Adventure Writer, so they're usually very similar and 
often full of glaring mistakes and omissions. But there's 
still quite a following for 8-blt budget adventures, and 
indeed every so often a good one appears. 

This Is the first of what I hope will be many glimpses 
into the twilight zone of budgets. Remember that the 
overall percentage given at the end of each review takes 
Into account the low price. 
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ADVENTURE 



REALITY HACKER 



Visual Dimensions 
SPECTRUM Cassette: £2.99 

A two-part adventyfe. Reaitty 
Hachsf ccmcwns a l«enage Doy 
caJied Tim who tnea to brmk into a 
btrk't cornputer sygtflm and add 
« IBW noughts 10 his personal 
account. 
Pat on« K Ihe qoeen to flrvcf the 



RMiitylnc building and steal 
codes Vila] lor hacking into ttie 
aysiem, Tim - tfw player - must 
watt until hjs dcMnineenng Granny 
has gond to sleep and srteak out of 
the house. And once he's In the 
village he must avoid his pa/enis. 



who are busy painting the town 
red, artd gdt safely back to the 
hou^ befere them. 

Part two (loaded separately) 
invotves the actual hacking and ss 
gligjhtly different from a conven- 
tionai adventure - it incorporates 
menus and most tnput is tele- 
phone numbers and codes Both 
parts haw49 n iime Eimht. 

Reality hacker was wntter with 
PAW, the best commercial adven- 
ture-creator money can buy. But 
there are some girtches, auoh as a 
24-hotjr compuief s^iop which 



'luckily 13 open all riighf. the very 
obscure 'use the bciomerang to 
gel I he key' puzzte. and some 
iliQQi^cai directional moves igomg 
north from a particular local ion 
does not necessarily allow a move 
south to return). 

And the program behaves very 
oddly, crashing iind flashing at , 
regular intervals and informing you 
thai previously accepted inputs l 
were invalid. I lost i merest quite 
quickly and loaded upanather Vis- 
ual Dimensions game . . 

OVERALL 56% 






IHRH/CUDDLES 



Powerplay 

SPECTRUM Cassette: E2.99 

I !j| about these 

In HftH the player has mista- 
lisnly been sent the Queen's gin> 
cheque - £HJt luckily he's a bit of a 
patriot 9sxi decides to delivor it to 
Her M^iesty in person. 

The player comes across Phnce 
Wliain, Lady Diaoa. Phnco 
Charles and most otfier membefB 
of the Royal Family; each one te 
placed in a Hdkrulous situation or 
jl leeat made to look stupid, and 
ihis dtaap Spm^g (maga-tfpe 
htjmour grates painfully. 

There's no sen*e Ol adventure 
in h/flH and turning the computer 
ofl was a great de^ight-of rattwf it 
woutd have been il I hadn't had to 
(oad Cuddles from the other stde 
of ine cassette and play it. 

Cuddles puts the player in the 
booties of an obnoxkius baby 
wtKise sole aim In life is to fif>d a 



rww arm for his teddy bear (tfearty 
he believes in the right to Dear 
arms). 

This game is deckledly not 
tunny and is full of mistakes - it 
confuses 'tirooch' and 'broach', 
for example And even v^hen the 
baby has thrown his nanny's 
brooch on the floor he can be 
scratched on the lace by «t- 

Cifddlss has no realism - the 
baby cannot scream, cry, eat foi:>d 
or do any of those annoying little 
thkrt§s babies do. And tt>ere's fto 
chalilervge: the fjlayer needs to 
guess the word' to get out of cer- 
tain iooB^^ons and is given no 
scope to experiment with people 
or ob}ects he comes across. Yet 
another uti% -written adventure 
goes lo potty . . . 



OVERALL 23% 



A HOLIDAY TO 

REMEMBER 



Visuaf Dimensions 

SPECTRUM Cassette: £2.99 

The r^ero's name m A Hottday To 
M^memlfSf IS Malcolm Wright - 
Hunse - but I resiBted the lempta- 
bon lo reave tuGh a game on the 
shelf for the rest of its natural, and 
plunged m, 

It transpires that Malcolm's 
lsss-ttian-nom\al uncHei^as mvied 
him to visits but when the young 
Wright- Nutter arrives his uncle's 
house has been destroyed and 
there is no sign of the ecoenfnc 
reiatK>n. Maicoim's mission is to 
fiTKi out wtiai has happened and 
why, 

4 HoWday To Remember has 
been put together quits wel9; there 
we no grammotioti errors or spel- 
iingmistaVes, andthegraphtcsare 
Dearab'e, though itie choice of 
paper and enk colouri Is a little 
glaring. The only serious problem 
■5 typtcai of hoTTHQ-grown adven- 
tures Ihe lack of reality, 



I can accept Ihe plot quite hap- 
pily - it's ttw ingredients, Such as 
canying around a Gaiimg gun 
(used by ttw gardener to shoot 
moles) and fmdiog a mine carl in a 
tunnel with no trace of a track, 
which tar . One partkcular location 
west of the house makes a big deal 
cjf mentioning that thie player can 
go no further west because of a 
high wall which is covered by an 
ivy plant, but the parser does not 
understand wall, ivy, climb or 
plant . - what's it>e point of 
emphasising certain items if they 
have no beflrihg on the game? 

And 4 Hoiiday To Rememtter is 
supposed 10 be a two-partar but 
part two wouldn't load for me. Still. 
dMfiita BOflW tmtations Ihe game 
is worth considering at Its low 
pnce. 

OVERALL 59% 



A HARVESTING 
MOON/FAERIE 



Powerplay 

SPECTRUM Cassette; E2.99 

Culture can be a dangerous thing. 
In A Harvesting Moon the player 
and his parents are visitir^ More- 
ton Manor, an okl counlry hoi^e 
situated in spacious grounds amid 
rolling woodlands, when an 
enthusiastic warden closes a 
portcullis too quickly arid cuts you 
off from your family. 

Your task is to ekptors the 
house. fi>nd a way back to Mom 
ar>d Dad and slop a strange 
psyct^c diSturt)ance spreading 

The first problem with A Har- 
ve$tiftg Moon IS that many obiects 
in it can't be EXAMINEd, Things 
placed around the gairie ^ugge$t 
they should be looked at more 
Closely - the p^vi'iion m th^ middle 
of the ma^e. the litter bios and the 
scarecrow, for i ample - but no 
extra Information is given (except 



that the scarecrow is made of 
Stfaw) after an EXAMINE attempt. 

This means a lot ol guesswork 
on the player's pad as i« Ines to 
figure out what the writer wants 
him to do with these elements ; and 
because the parsier is so small it 'a 
no fun The graphics are typtcai 
add nothing to the game' mat- 
erial, ami th« wtioia adventiwe ts 
rattier on the $illy side 

Life wflhout my fictitious parents 
soon took precadenice over 
findirig them again as the screen 
wertt biar^ 

On the reverse side of the cas- 
sette IS s very old adventure cailod 
Faene This is full of magic, mys- 
tery and frustration and deserves 
to be given away free 

OVERALL 53% 



FLASHBACK 



Visual Dimensions 

AMSTRAD Cassette: Ea.99 

FIttshbock was written using GAC 
and gives the player a race against 
time to save an 1 Bth -century rrtan- 
sion from the bulldozer. 

You have pst Z4 hours to raise 
morwy and pay for essential 
repairs to Major Catastrophe's 
mansion. And dunng this three- 
part adventure you'll fmd yourself 
joumeying through iime. picking 
up items and inlormatior to hefp 
with ihKe problem of the dilapidated 
pib. 

Part one is a general introduce 
lion to Maior Catastrophe, hts 
htouse and ihe surrounding®; part 
two IS a inp back to the First World 
War. behind flnenn:y lines: and part 
three lakes place m the Egyptian 
desert, where the player must 
escape from a German POW 
camp, 



Bui like so many utiiity-creatad 
programs Flashback is bugged. 
Some EXAMINE inputs are replied 
to with "OK" and rvothing more. 
wttK^ IS intensely annoying. And 
within tf^e first few locations I 
found a ball of Slnng in the mar>- 
sion - and after living to do vanous 
things *wth it discovered ttw prog- 
ram dofl^n. t undefstartdttie words 
"bairof stnng' odd 

tt was then that i dtscovared the 
retngeraior and the error message 
thai appears wfien ore inputs 
EXAMINE IT {'It relsmng to the 
fndge) And tfial was enough 

If 'Visual Dimensionscan iron out 
the bugs, the three parts ol 
FiashtMCk Should be worth ttie 
dosh. Bui I couidn't get lar enough 
mto this flawed version to give A a 
percentage. 
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HE SKIES 



FIVE DAYS OF GUDING LESSONS ON OFFE 
- FROM ARCANA 



r nr^uf r^ r,nnn' 



mUiW 



CROSSWORD CLUES 

ACROSS 
SAnlndiaoreltgiontS) >] 

taonewhobreaksihela^t^^ 

11 Dark hardwood 15) 
1 4 Done ori the Piste (3) 

16 Mexican spice (6) 

17 Uquid rock (6) ^ 
tSDisctrekkin'tS) 
20 Tasty sea creature m ^ 

24 Religious orator (8) 

25 Orxe witn the Abbey Habit 

tfcana-s next garne (4,4) 
fTeetween red arvd < 




OQ\A/N 



SFofe^^ermbJuejeansfS) ' 
'^;^ he/lo be^e t- 

.oCenTr ""^^'^ ^ 
ganger Ed disturbed ,„.^, 

12 Angels messed ud in «»- 
crime hub fej ™ "^P 'n the 

^^ ^3'^"*opforwhafes?(Q> ' • 

14 Mister after Krxgmhood (3) 
1fiUtle(tewf?(3) ,; 

^}L^ American g^rf on ^ 
^ oontmem (6J p 

:aiStopf Shortly on Video fSJ ' 

^nechaCha oscillations (S> 
^ Push the media hard r~' 
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COMPETITION 



\ Arcana's Max Taylor ret 
\ visited the TGM offices a. 



crosswo^^ilow 



I J [4 J l^^^lff II E^J^^V ^B TW^^M.9 I ■ 



.;*;« 



away art amazing cofttp^titjori 
prize to celebrate their two 
forthcoming releases, 

Marscops and Pow6ipfay, 
Why? Because he thinks our 
, magazine and it's readers 
i deserve only the best! 

And what is the prize? Wetl, 

it's a full five days of giiding 

lessons. Thi$ week of thhhs 

(but hopefully no spills) will 

take place in April when the 

Gliding season starts, and 

t includes food (which must be 

f kept down at all times) and 

1 accomodation. However. 

■ before the course ensues, the 
V winner will first be given a trial 
^[ flight in a glider just to make 

sure there are no problems 
; with vertigo, air sickness or 

■ fear of dying. If everything 



to theirlocai gliding and, as a tie breaker, think up 



training, It doesn't end there 
however " once the five days 
are over the winner will be 
offered a whole years mem- 
bership to his/her local dub! 

Arcana are also giving away 
to ten lucky runners-up a very 
rare copy of Powerptay (Atari 
ST and Amiga formats onfy, 
please state clearly which 
machine you own) which 
incorporate multi-linguai 

questions. These versions are 
not available rn the UK, so not 
only will you be the proud 
ownef of a collectors item, 
you'll also be able to brush up 
on your German whilst piaying 
a very good game. 

All you have to do to gain a 
charjce of winning one of 
these prizes is correctly com- 






amusing question for Pow- 
BfpiBy. The winning entry will 
be chosen by the Editor. 
Photocopies of the crossword 
are perfectly acceptable 
should you not wish to deface 
your copy of TGM, Entrants 
under the age of 18 will require 
their parents consent to take 
advantage of the first prize, 
There'll be no solo flights dur- 
ing the five day course, and no 
person under the age of 16 is 
allowed to fly solo. 

p tease send your entries to 
ARCANA COMPETITION, 
PO BOX 10, LUDLOW, 
SHROPSHIRE, SYS 10B to 
arrive before March 17. Our 
standard competition rules 
apply - if in doubt check out 
the masthead. 
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MY QUESTION FOR ARCANA'S POWERPLAY IS: 



NAME .». 

ADDRESS .,. 

TYPE OF COMPUTER 



mssm 
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WEST 

John Woods leaves the dungeons to ttie 
dragons after RPG adventures in a galaxy 
far, far away - and a frightening future all 
too close 

I\'s a miK#d bag this rrtontH- West End Oam«tt have follow^ up 
ihetr excQllfint second edition at Ps^ano'^ (reviewed lasl issiie) with 
the Star Wars RPG. A disturb>anca irt the Force tells me It will be 
another hit. And from Gain** Worfcahop there's TheJudgoDmdd 
Corrpanton and the rather di^ifjpcMtUng Dungoonqueat. 
An appeal to readers: what do you play? If there are parttcuiar games 
you'd like to see featured, write lo me at THE GAMES MACHINE and let 
me know. 



STAR WARS - THE 
ROLEPLAYING GAME 
THE STAR WARS 
SOURCEBOOK 



Role-ptaying rules and 

background book 

West End Games 

Both hardbacJ^, 142pp each, 

£9.95 each 

Do you long to be out the<e 
amongst the stars, flying an X- 
wng fighter, wielding a light sabre, 
■jically battlirtg for Iryth, 
nyrio4jr, treedom and ridicuEous 
hairstyles ihrougtiout the galaxy?. 
It so, West End Games have fust' 
the thing for you ~ here at last, a 
mere 1 1 years after the first movie, 
IS the Star Itors RPG., ard it's a 
beauty. 

Take tfre role of a rnirtor Jedi, 
amuggle^. Wookte or tnunty- 
hunter and fight with tti^ 
resisiar^ce against Imperial 
tyranny in true staf buckiing space- 
opera style! 

Ths rules system is unlike any 
I've seen before. The frrst surprise 
is the ctaracter-generation 
procedure - no dice roilal A pleyef 
chooses one of tfie 24 'charactof 
templates' provided - ranging 
from everyday smuggisrs and 
pirates through various types of 
aiien to Jedi - and this specrftes 
the character's stanirtg at>ilities. 
I ouipment and general 

; .ii:kgfOund. 

The player then customrses his 
character, aliacatingiimFted points 
to improve chosen shtHs. And then 
the adventurer is ready to teap into 
action. 

If s a very neat system - the only 
drawback is the limited selection 
of character templates But these 
do cover most of the likely heroes 
and heroines of a Star WBrS 
adventure, and if your choice isn't 
provided it's easy to design a new 
template to suit- Anci The Star 
Wars Sourcebook extends Vhs 
choice with stats for several new 
aliens. 

The strongest feature of tiie 
system is the rules for using 
character skills. Each ability or skill 
a character can use is given a dice 
code - '30 + 1", for instance. VoiJ 



start with dice oodes given on the 
character template, and they can 
be improved by successful 
oomptetion of an acfverrture. 

To attempt to use a skill, tfie 
player rods tf>e number of six- 
eided dice indicated bf ttn cocia 
(three, in the eKampteJ, adds any 
extra amount (In this cas9, orte) to 
the score, and hopes to have 
scored higt>er than a 'difficulty 
numt«r' specified by the 
gamemaster. 

Difficulty numbers range from 
as low as frve for a very easy lasit 
(finng a blaster at point-blank 
range, or turning a comer m :i 
Landspeoder at moderate spee<: 
yp to pei'tiaps 30 for the nea- 
impossible (fihng a blasier at kir : 
ranQe at a storm-trooper m det; 
cover. Of ftrtting an exhaust port 
while flying your fighter at great 
speed down $ trench). 

Vanous factors affect 1f>e dice 
code as play goes on ^a wounded 
character loaes one tikx roll, and 
attempting to perform several 
actions at once reduces the code 
tor each by a numt)er of ro^ls equal 
to the number of extra acttons. 
This system is extremely easy to 
use in p^ay. trnth tor the players 
and for the GM - there are H' 
lengthy discusskins abo. ' 
interpnetation to SkJw things down 
- and yet has sufficient scope io 
handie almost anything. 

The combat system haa an 
eiegant simplicity, too; characlers 
are either unharmed, stunned, 
woonfled or incapacitated. 
There's no fiddlir^ around with hit 
points. 

The philosopt>y of the Sfar Wars 
game is that player characters 
should behave heroically and 
stand a good chance of surviv)n<g, 
arvd to encourage ttus each 
character Starts out with a ' Force 
point" , This can be used at a cnticai 
moment m an adventure, and 
represents 'tnjsting to the Force' 
For the du^'atiOn of the round m 
which the point is used, ail the 
ctiaracter'a skill ctxles are 
doubled- 

So ttie force pant means Han 
Solo really can dodge the fire of 20 
storm- troopers, aa fie runs for the 
escape hatch,, and gives players 
the chance to pull off some 
impreasrve stunts - doubled skiii 
codes make i| easy to pt^orm 
many sJ<jils ait oncfi. 



74/116TGM TX DATE: 03-88 



ROLEPUW 



D STRIKE BACK 



TTtfr mlebook opens with a shcrt 
^sctton for the p4ayef^; 14 pa^ss 
4r€ all you n<$^ read to get 5larted. 
and they rr»cKj<}e a short soto 
adventure to iniroduce tti* ba^c 
ganw concepts. Tlie buik of the 
book ts tiaken up by the GM's 
Section, which details the ru^ 
systam and provides oodles of 
twrtts and tips on ^ettFng up 
adrttfitunes, a little background 
artd a short introckjctGry scenarKS 
to get your players started. 

Tbe book IS rounded off by a 
FSferonoe section with charts, 
tabies and chs'acter 1«rnolateiS. 
and ihe wt>ole is Jivened up by 
some entertaining glossy colour 
^rfwOfk - iTkckxiing a recnjttment 
aostor for the Imperial Navyl 

Bui tne background detail m th« 
mtebooK rts^ IS skelchy - data on 
A tew standard typ^s of siarship 
jna some caammon aliens is about 



ail. If you want to mn adventures in 
an aocurately-dei^led recreation 
O^ the Stpr Wars univerae you'll 
rea>^ rteed the extra matenal in 
Tt)e Star Wars Sourcebook, wfuch 
IS packed with information on 
droid$, w^apCHfts. aliens, star^ips 
and the like, price lists and plans 
for a rebel base and am Imperii 
gamson, 

Ew«n with the ScwfC^took. 
though, you'd have to improvise a 
lot to f Bcreate the universe of the 
movies. M'ost notably, tbwe are no 
stBf maps or even remotely 
comtpreheosjve fists of planet$. 

Still, We«t End Games" s Star 
Wsn »t IS the b&&t system io date 
for fairfy li^t-heaned space- 
opera role-playmg. The rules are 
beautifully simple, and with oniy 
minor changes could suit almost 
any scie<*ce-ficiion universe. And 
thouah the books are a little pncey. 



the ^mplictty of the rules meens 
only ttie GM realty need have a 
cOfTy, 

Presentation Is excellent - 
thotigh it's annoying thai neittief 
book has an index - and il ttie two 
books, now imported from 1t>e 
States, were ever p«inted in the UK 
the prices wouki prob^ity come 
down. 

Or the whole, the rulebooK is 
excellent wtiether you want to play 
in the Star Wars universe itself or 
use it as the base of your own 
System. The Sourcebook is 
somelhing of a luxury, taut still 
worthwtTile- 

TTm Aire* it with J<ftm Wgo^s ifs, 
itfht*iitft in nafut, h* d#^vii j a*^afy 
frrto Itw ttlPMten rol* playing txnks. 

brwvtttmitm*i>r»Bo^u&s t ro do 
tMlti* v«W *A oW flwn* and 
•x*min«« Judfff AnlmrKia . . . 



DUNGEOIiQU£ST 

Board gam«, t-4 players 
Games Workslwp £14.99 

Diar@ yoii e ruins ot 

Dr89onfir> '^ you brave 

traps, n x Hia t ef B ana txittomiess 
p^ and finaiy faoe the legendary 
dragon itsefl m yo<ur Quest for 
tnaasura? Dare you nsk ptaymg 
QungMinQuesrT I'm afraid your 
problem won't be 90 muoh trying 
not to wake the dragon up aa 
keeping awaiw yourvetf lofig 
enougfi to I'dncti it . , . 

Dunggon<j(J9st ts tt>© successor 
to Garnes Workshop'^ popular 
fantasy board garna T^ism^t. 
One to four playtrs ^ns, the gam« 
can be played aoto) eact) Uke 
control ol a single brave horp (aH 
men. of coitrse - eqMal rights, for 
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ROLEPL^Y 



female adventurars, ( say!} ard 
venture into the uncJiarted ruins of 
a Jong-htdde^ dungeo^T trif search 
CFf troasufe. A cofnpeiiLng scenario 
indeed . , . 

But despite the C^jm/ dyngeon- 
bashrrtg satting, Dungeonqu&sl 
gives a wsfy favourable first 
impression, The components are 
high-quBtity and plentiful - there 
are glossy and atmosphencafly- 
iiiusfrated counters and cards, and 
art easy-to-follow ruiebcMk with a 
sensible pull-out reference 
section. 

Prettiest of ail Are ti« 1 15 room 
tiles', eacti of which illustrates a 
single sediofi Oi the dungeon , The 
map IS- t^ullt Lip 'rom them as the 
game goes on - so The dungeon Ls 
literally uncharted wften play 
begins, and every game is 
different, 

After 9orr>e minimal setting-i^ 
formalHies. play proceeds briskly, 
Eadh pldyer on his tum takes a 
room tile and places it on any 
square of the board whicti is 
Sdjacenl to his current position. 
The square - a room - may be 
harmless, but may hold a trap or a 
monster. And once the effects of 
any mishap hav« been resolved, 
play moves OH to the next 
adventurer. 

With luck and nerve, a. player 
may reac^ ttie o&ntral part of the 
map wihere the dragon' s chamber 
holds nchea beyond belief. But 
woe betide he who wakes the 
stumbering beastt 

The wirwier is \hi piVfV whose 
charactof escapes with the most 
treasure before sunset, at which 
point anyone left in thie dungeon is 
in for a fate vrorse than death. This 
imposes a strict time limit -there's 
only just enough time to reach the 
centre amd reium, so there can be 
some eKciting fims^s to 
Dur*g0OfiQu6st. {A typical garr>e 
la^ts an hour or so, but tt»e fewer 
players the shorter it will t>e,) 

TTie dungeort's hazards range 
from the lethal (a txsttomless pitj to 
ttw merely irntating (vampire bats), 
Most of tfiese help to sJQwIy grind 
down an adventurer b^ reducing 
hj^ life points -ood once ttiey're ad 
Jost,tti*t'slt- 

Uonstefs roam the dungeon 
arKJ must be avOid^ Or defeated 
HI combat, the latter being 
resoJved by a combat -chit system 
similar to {bul much more 
elementary than) that in Games 
Wortcshop'S Fury OtDracula. Most 
frustrating of all are cards such as 
'Cave In' - not fatal in themselves, 
but likely to delay your hero by 
precious turns. 

Sounds fun? Well it is for a 
while, and the eKcellent physical 
components maKe buildmg up the 
f^an of the dungeon satisfying in 
itself. And CHfligeonqnosi seems 
interesting because there are 
usually several courses of action 
to choose from. But thir>gs soon 
begin to pall. 

There is virtually no scope for 
player 5l<ill m Dt/ngeonquesf. A 
vaguely sensible strategy is 
e&ser>tial, but apart from that your 
hero succeeds or fails by the turn 
of a cvd orroll of a die. andttiere's 
very Irttle you can do to affect the 



outcome. 

And when you reacti tfie 
dfBQon's chamber, itve values of 
the treaBuf^ you can find vary so 
much that one player might draw a 
single riem I hat beats f 04jr or more 
held by another. Dungsonqu&Sfs 
designers appear to have put a lot 
of eHort into mailing a huge variety 
of events possible during play, but 
the randomness of life in these 
dungeons means there's no 
compulsion to play after ii\o 
novelty has wam off, 

Dungeontjuest will doubtless 
a^ppeal to tlw lower end of the fl PG 
nriarket's age range, and it's 
certainly good fun for a while - a 
light-hearted way to round off an 
evening's rola-f^ying, pertraps. 
But a simple game doesn't have to 
tw mindless, andOungeonqiissfis 
more complex than a good many 
simple games {Monopoly even1); 
so it's a pity such an attrftctively- 
pfoduced package doesn't have 
more lasting appeal. 



THE JUDGE DREDD 
COMPANION 

Role-playing suppletn^itt 
Games Workshop 
Har(lba<;l( 120pp, £9,99 

So you thinh you're pretty good, 
eh. Judge? You've handled 
everything ttie millions ol perps on 
the streeis of Mega-City One can 
throw at you, and emerged still 
tough, fair and scowling happily? 
Well, them punks from Brit-Cit, the 
Games Workshop gang, have 
cooked up a surprise or iwo for 
you herel New ^\i\s tor you to 
master (or for the perps 10 use 
against you), new opporwnts lo 
face and page ^sher page of the 
toughest crime-fighting around. 
Don't let yoor Lawgiver ieave your 
hand . . , 

<3ames Works>hop's Judge 
Orsda- Ths Roie-Pfaying Gams is 
a rare and wondrous creature - a 
truly original and high-quality 
British RPG. Sased m tt>e world 
created by 2000AC7i serious 
cartoon story, ti casts ihe piayers 
as Judges - eact; Judge is law- 
efiforcer. jury and executioner 
rolled into one in the grim and 
violent Mega-Crty of thefuiure- 

And now Games Workshop 
have given their bratnchitd a little 
more of the attention it dese'^'-'-;', 
with The Judge D!C'<ki 

As a Judge in the game, your 
arduous year^ of trainir>g (starting 
at age five*) have earrwd you the 
nght 10 pursue Wega-City One's 
criminals with a vasi array of 
exciting equipment and weapons 
- the computer-guided Lawgiver 
handgun and the heaviiy-armed 
and armoured Lav^m aster 
motorbike are the best -known. 
You can also do lots of good bits 
of shouting: '[>ok itl^! Hold it right 
there, perp, or yoii'll need bolh 
hands 10 get your legs fKwner. 

The game system is excellently 
suited to this fairly light-hearted 
and high-action theme; it's simpCe 



in play but includes plenty of 
details, allowing you to recreate all 
the equipment and skills available 
to J udges and ail the criminals and 
natural hazards Ihey must 
ovefcom©- 

AJI in ail. the Judge Dngdd RPG 
has deserved its recent populanty. 
But it's suffered siightly trom a 
scarcity of follow-up mBtehal: - 
partly, pertiaps, because the two 
rulebooks in the boxed set are so 
comprehensive. And there haven't 
been many scenarios, though 
Jiffigefiient Oay was good. 

So The Jut^ Of0(lct 
Companion is weloorr>e. It's 
attractively packaged, with lots of 
ingptnng illustrations from ^OOOAD 
and a striking (if rather unflattering) 
picture of luwerly luvverly Judge 
Anderson on the cover, Player 
hand-outs are thoughtfully 
consigned to a separate pull-out 
section, saving the referee the 
trouble ot photocopying. 

And the contents are very vaned 
- there are some^ttictal new rules, 
miscellaneous background 

details, an introduclory solo 
adventure for new players, and 
sorT>e encounter-style adventures 
('codei4sl. 

There are also two fuii-fledged 
scenarios - Channel 9 Crime Time 
Sip«c'aMsaten-page Investigation 
ideal for beginning players and 
referees, and Faar ^xi Loaitring In 
MegaCity One is a 34-page 
mor^ter from the pen of Ricftard 
Haliiweti providing plenty of deadly 
fun for ptayers and something for 
experienced GMs to get their teeth 
into. 

These two major scenarios are 
the high spots ot the book, and 
Downtown - a pariiculariy perp- 
infested region ot the Mega-City 
intended tor inclusion In your own 
campaigns - is a close njnner-up. 

The new rules ara iess, 



interesting - OK, aome of the new 
Judge at>llities are useful, but n>ost 
good Judge Dredd GMs ha ve long 
since learnt to improvise such 
skills. You hiavB to when 
confrontefl with players wi^} read 
2000AD- 'Of course a i^wmasier 
can clear 50 feet fnjm a standing 
start! Look at this frame here - . . ' 

The best new rule adds itw 
Exorcism Division, grving players 
a chance to play ghost-busting 
Judges, Judge Dread purists will 
hale it* 

Of the background matenai, a 
tounst guide to Bnt-Cil |22nd- 
canlury Britain) provi<ie^ a few 
laughs, and Pete Tamlyn's articie 
on the Mega-Cily's more unusual 
crimes should give GMs some 
inspiration for ^cenanos. Oh. and 
there's a cut-out board game of 
the future SFrort 'biock out' - 
seconds of fun for serious role- 
players. 

All in all, tf^ere'S a k^t here that 
will ple^e all Judge Dredd fans. 
The scenanoa are excellent . and 
the shorter coda 1 4s can l>e life- 
savers for GMs whose players 
wander oil tt>e beaten I rack or who 
polish off the perps after iuat ten 
minutes' play. 

There's also a very wefcome 
element of humour throughout, 
which is easanttai to a game of this 
sort - 1 portlcUlBrly like the asylum 
in Downtown (The Barry Norman 
Home For Ttve Tentiinalty Sarky) 
and tlw Brit-Cit guKfe's William 
Blalie Tf»eme And Leisure Parit 
('spend up to 18 hours a (Jay 
extracting simulated fossil tuel'j 

Keen Judge PredcZ-players 
vron't find all the materiai lo their 
liking. but perhaps that's 
inevitable in a mixed collection like 
this. On thie whole, The Jud^ 
Dredd Companion is 

recommended for any Judge 
Oreid^ GM 's collection . 
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GET INTO CRIME! 

In the late lOOO's the streets of New York are a iungle. 

You are the Ice cool leader of a gang of drug crazed 

terrorists. Your main goal Is to become the richest, 

toughest and most notorious gang In the city. 




FREEI 



SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 

Write to:- 
KJC GAMES, PO BOX 1 1 , CLEVELEYS, BUCKPOOL. LAMCS FYS ZUL 



piGITALPICTUn 

EXHIBII 




4 




d 



magirj* six c^xscoiate Smart ms 

Iractng across an ottstaOS 
course, nagotiating a chocolate 
pool FufI Qf dKKSOdltoS 

(Cf ocodilQ^ nwS9 from Smartie 
lubesiwd cikrrtikiig a v«ftlcaJ snakM- 
and-lwldarv twvd completo with 
anjifnatt r^fitHu. imagine alt this in 
ptutograipMc detail, tuil colour and 
movirvg smoothly. Got i1? Ogital 
Pictures did'. Bui then their stod<-in- 
trada is the rersdering of mowing 
images by computw graphics: 
images which would b« tixpensiva, 
i»me consuming or simply lTnpos9ib>te 
to craate by Mifttfan li o nal mottiods. 

Originally based inthaeupwiTWTtal 
d«()artnienl of the Slode College of 
Fine fist in LondoTn tbd company was 
first In&tlgared tn 1982 by Paul erown 
and Chris Bnscoe, who were later 
■.n>-n^ by 3i0ve Low« and Pot* 
riorence from the Moving Picture 
Company, 

Working with a t30,tXX> woond 
t\atvi C330 Eclip94, their first work 
was relsasad in the Spnng of 1 9d3 \r\ 
the shape of an advert l^amont for 



i 
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Mtctwim 'MX' tyres, Prepared using 
ttietr new high resolution, solkj- 
shattod ammalion rendefirkg packiage, 
ite amazing poinnsf-vi^w shots 
actusiy ino^ng from wiihin ihe tread 
of thatymtoextnamd wide angle snots 
were merely a ta^e of ihi rvgs < comfit 

Ovw the last five years. OvgitaJ 
Ptctut^ have a>ntlnijally HTtproved 
and exparded upon the number of 
staitf, amount of equipment and the 
bnitato-is of their visiorts, ajLmfnating 
m Vne Acce^ a/id Yoplari Yogurt 
oommeraeis. both of which have 
raowrtly received awards (and the 
Wtat of wtrich s soon to be screerwd 
in the UK - watch out for rt). 

Digital Pictures' latest profect 
prov^Jes a sanes of animated maps fo 
iiuatrata the four-pan BSC 
dOGufnentary, 'The War in Korea*. 
Rattier than rely on static or eel 
viimated maps to show forces' 
manoBuvras, Digital Pictures were 
ccmmissioried to produce a sehes of 
fractal larxJscapss complete with 
movtng iotxis, se6n frocn a corQtantfy 
^liftirfg viewpoini T>ie total footege 



lasts SIX mtnute^ and too^ over six 
weaks to compieta, due to the 
comptexity and speed wtlh which the 
fracta)-t>ased images afe generated 

TTw rather tenglhiy pfOCeas ol 
creating high-quair^ computer 
generated imageiy is now a weii-oiied 
routine, optimised by Digital Pictures' 
structured and professional set-up al 
ttieir West End headquarters. Once a 
i^iant has dectded to emptoy Digits 
Pfdum' Hivioae, the sequertoe is 
deaignad with the aid of both a 
sepwate ad agency and with 
addittorral tnput durir>g the course of 
the prpfact itself- Prodocfior is quite 
interactive. with kjeas and 
suggestkins coming from all quarters 

For kntance, the original concept 
for tjolfi the Smanifls ar>d Access 
commercials cam«from the Rotunson 
Lam bia -Nairn adveitisirig agency. 
Digital Pictures then as^aessed the 
fea^itHlty of ttiien' IrKJiv^g^ e4ements 
and rafjoed or altered itie storytxiard 
prior to the sta^t of work. In theci^e of 
the Smarlies oommercial, SFJecial 
software was needed, de$'ign«d by 



gtnmrmtmd in ch9»# trm^t^i 
moun^lnt, by ctrmtiil U99 0t 
ahmding and ailour 



At the moirafrt, it 
takes roughly an 
hour** vrailh of 
^nalfrfraiiwtinittB 
ctmipltti a tfngto 

anlmatlofi — ovsr 
iidaftoproduoea 



I 



On* ot th» frmctmi rrmp* 
ummd in th* BBC 
documwitwy, '77i* Wmr 



Simon Rooms, and Robinson 
l,ambia-Nairfi also provided the 
animation servioee Of Ted Rochley 
who wended along^de the Digital 
Pictures Team of SheHa Ounn ar>d 
Chfis Briscoe, 

Once a storyboard Is finalised, the 
basic images are plotted as wirafrarTte 
graf^ics on or»e of two Silicon 
Qraphics IRIS {Imerective Rasinr 
Imi^irtg System} workstations, r* ,. 
30a 1 and 2400 support eight and four 
megabyte memories respectively, 
and operate at around 0,55 mips 
(million instructions per second). The 
hardware isn't paflkularty impressive, 
but the dedhcaied vector software 
make the mechims extrefT>ely 
pGweirful tods, enatiMng Ihe real-Uma 
animation and tilMlon of Mquences 
to be acftievsd quickly and with 
raiattva eaaa. 

Mathematical mocJela of three- 
dimensional ob|ects are created by 
using arrangerr^ents of starvfard 
poiyoons. ot by physically inpymng 
■potisl oo-ordinaies from drawktQS or 
sb<id rriKjdels, which are 
commissioned elsewhere. 

The completed animation achpt Tile 
Is then ported over to one of the 
company's mainframes to be 
fendered solid m low reaokrtton. Thn 
sequence may thieo be viewed ar^d 
modified as r«q»Jired before the 
complex smooHilfig, texturing, and 
shading is t>egun. 

The body of this worh ts achieved 
by Digital Pictures' Data Qerterat MV 
lOOOOSX and MV 1 5000 mamframes 
TT»e 1 0OOOSX boasis a 2a Mb interoal 
memory plus a spedsl math bo^rd for 
trigonomflfnc functions, white the 
15000 has a 16 Mb memory, full 
floating pomt math function b and runs 
30-40% faster than the 1 0OM, Both 
machines have aooess to a t.2 
giigabyte t\sJ6 disks on which finished 
franws may be stored pnor to 
dropping down ortO one-lnch 
videotape or even 35mm pin- 
registered film slack. 

For the last two years. Digital 
Pictures has been part of the Moimare 
Vision group of companies, whiich 
ihdudes Mo^trtara poet production 




I 



TGM tK DATE: 03-88 78/1 16 



GRAPHICS 




I 



qraptil^ Oepartmeot, Vbkxis post 
production snd edrting t^Cilrty, W>d 
TSl Video. Thus. Digital Pknt«V9 has 
direct, co-line access to vndftOtapB 
•ditHig fadiit«s, Quamoi Paiintbox 
tm&tan, liel«ciriei plus fjlrri and video 
•tudiOi, providing » completa. 
compact, coordinated and ?eH- 
54JtrK:ieni envJronmeril m «tiich 10 
praciice \t^t an, Orapinc sec|ueriices 
may be corrtposrted with pre- 
recordod molerial oo Tulm or videotape 

- anyttiing from stock footas* to 
tradiiijonsl ott wumatton and capttons 

- using wplnMcated fimt gensrstkio 
digdaltschniques 

Th9 currant hardware at Otgital 
Ptctures to<36. the €1M matH. but as 
both subtecl matter and techn^ues 
become increasingly $ophig.tk:ated. 
new aquipment is required to Keep up 
with prodtjction times. Ai the moment, 
H tafees roughly «n hour's worth o( 
ma il i t i BU M time to complete a stnglQ 
frarrie o1 animat»on - over a day lo 



wtiole Smsrties ad toott over 7500 
man-hours to prepare, from initial 
atoryboardrtg through to th» lin^ cut 
and videotaping. 

All th9 software programs currently 
uMd by DigitaJ Pictures have been 
desigiwd and written by members of 
the team. Their laiesi rendering 
package has improved anii-atiastfig' 
(the averaging of several shades 
wtiich appear wiihin one p^xel lo 
create a harmonious arKJ reaiistJc 
edge to objects^ and sophisticated 
leirturing enablirvg the in'^jreasion of 
many types of suHaces to be created 
and overlaid to txiiid up a haavfly 
textured surface, 

They are also developing thair 
fractal routines and ei^erimerning 
with a 'morphing' package which 
allows the smootti trarafonnatktn of 
one three-d wnwT lo n Bl obiw^ u-iio 
another, in true Disneyaai(|ua taflhion. 

Software is constantly b^xi 
redeaigned artd upgraded, and nev^ 
software as often created for speofic 



protects and with an eye to future 
hardware. In tact, D^ital ptctuntt are 
cunentty evaluatir^g the new txeed of 
FllSC machines {Reduced Instruction 
Set Computers}, such aa ttte 
Whftecriepeil 2Q mipe workstatiorw, 
aral era oonftdem that wrth 10- 1 S of 
these machines, they could produce 
3 fuU leature film wtthn 12 to ta 
rrvontfis fihe company have m fact 
been approached with regard to 
producing saquertces for a 
prospective teal ura, but suchprofsds 
are well end truly under wraps}. 

Wrth the wealth ot projects 
<)uaiiebng up at (f^e^ door, (inciuOiing a 
r»ew Central TV logo and animateo 
sequerces of atomic models for a 
forlhcoming HoftzoriS programme) 
OlgHal Pictures cenainly fuHli thair 
legend of bang the ' laaclng edge*. 

WIr* trmm* moi«cui«* crmmtmi or th« fRtSwerlt ■ la ten f B n iia* wi « 
tonhcOfnlng BBC HortTDfi prvgrBmma 



A mupmih static stoc, uaing 
cvtfom-WT^IMn JMhtoiv 

XlAHHflt iOiffUnKWiW' thin 

Mitddmfti 



The current 

liafi]war«at 

Dfgftal PictiirBs 

topsttwEIMmiftt 



produce a one second sequerKe' The 
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1 SEGA LIGHT PHASERS 
AND GAMES ON OFFER 



Mi«t»rtTonlc are so impressed! with 
mar new Sega bgm Phawf Krt, 
they've dec«d«d io give away ID of 
Them m tiiis fatMjious competition 
AJso )rK:lLXiQd in the Kit is the Combo 
Cartridge which featufB& three gf^i 
shooting oames: Marksman 
Shot^ffig, Trap Shooting and Safan 
Hunt. That's iw! all - Mastertronic are 
alM oifBftng 1 ooptes oHhe Shooting 
Ga/tefy cartrKJge to keeo you biasiw^g 
away long into the night. 



To be one of the lucky w<fvi«rs> 
simply fiod the five missing wo*ds 
frofTh the sentences Ijeiow in the wond 
squaie Mark them and posi your 
entry form <j1ff tO us tiere at: LIOHT 
PHASER COMPETITIOM. THE 
GAMES MACHINE. PO BOX 10. 
LUDLOW, SHROPSHIRE SYO 1DB. 
to emve no later than Marcti 17th. 
Check out the masthead for full 
ccmpelrtioo detahls. 



1) The Masteftranic Group tftstiibute the Master System 

9 The Sega Liglrtt costs C44.95 

3) After is a r>ew addition to the Sega range 

4) Tl-ie package corneg with the Canndge 
4} The gtm connects to the Sega vi^the port 



NAME 

ADDRESS 



m^m^#di^^^m^*»Mm^^*^^Uditm#m^^'^^mim:^m*^mJ.,ha-*M^i^ll 
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GROW YOUR OWN 




Growing your own is half the fun — but you don't 
have to (earn video hardware the hard way. 

Uve action, computer graphics and stunning 
sound are yours to use if you^ve got the right 
equipment. 

Just follow Mel Croucher's guide to making 
your own video promos, and test your screen 
skills In a talent-spotting comp. 



WHAT YOU 
GOTTA HAVE 



Irn^d^ my first video back in the 
id<ppy-nippy SiKt^, and all 
sgre«d that it was a hoap of 
excrement. \ madei all the usual 
nvStakes - using gimmicks not 
because I newMdto but becau^ they 
vim* avsMatib. jumping in at 1 1^ deep 
end wittHxrt pianning the production 
firiM. and being totally unoriginal. 
Some say thst not tn\jch has chaJiQed 
since ttien ... but anyway, here's 
wt«t l^» learned. 



Whatever hBH-dware yo<J happen to 
have at home, you're going to need 
soixss to a compatit>le video 
recorder, and a cable or two for 
dubbing your audio trach and v^uai 
images on to a master video tape, 

Oioe you're h^ipy witt^ your aiudto 
Ifacfe. write yourself a Simple vide<> 
storytward (a senea of sketches 
showing what you want onscreen} 
based or irnsge^ ytxi Know you can 
produce easJIy: computer-generated 
graphics.. Jriome videos or a mixture of 
both. 8raak ft fhpwn into a Mftas of 
MfMTtte tfwa. and time madn 
cvahdiy. 

You can't achteve studio 
techniques like dissolving from one 
scene to the next without specialisi 
equipment: naittwr can you etipact 
broadcast quality from domestic gear. 
But what you can achieve is 
orKginaiity. atmospherics, humour «id 
stimulation. Thi»e are free. 



The chotoe of video formats is wide > 
and will probMily be determJrked by 
what you have m the tiouse, what you 
can borrow, or what ts cheaply 
available tor hire . . . 

VHS 

Chances are you'll be using VHS- It's 
easily the most common video format 
in the UK, v¥hich b pretty weird 
because the quality of the image is 
diabolk:al thanks to the crummy 
verticjii scanning of thie half-cocked 
half-inch tape. 




The sound qutfttv Is even worse, 
and all the hani work ol creating your 
audio track will be mashed or>ce you 
put n on a VHS cassette, wtiere it will 
be con^pressed into a pitiful wee strip 
ot tape, dinging on io tfie edge of the 
space reserved for the visual tmage. 

Avoid recording in long-ptay mode 
at all costs t Visuav quality drops and 
audio takes a suicide leap 



"You can't 
achieve spec- 
ialist studio 
effect. But 
originality and 
stimulation are 
free." 




VHS-C 

This IS the compact-<:aMe(te version 
of VHS, introduced to m Into hand- 
heM camcorders {hemia-iftducing 
plBSUc boxes stuffed with a portable 
car r w r a arid a video recorder} 

The qu^y of picture and sound is 
exactly the same as with stan^sard 
VHS - in other words, chronic 

If you use the built-in recxtrder o1 a 
VHS-C camcorder, you'll need a 
clumsy plastic adaptor tHifore y ou con 
play the VHS'C tapes in your 
domestic machine. 



VHS HI-FI 

VHS HI-FI audio quality is a distinct 
improvement on the other VHS 
systems, and vital if you're serious 
about producing a h^-decent stereo 
sound. But picture quality ^stMswIul. 
(f you're lobbing out derno tapes, 
make sure you label your casseRe 
recording as VHS Hi-Fi - yow careful 
audio production wiii be shredded lo 
gartiage ri It's played tiack through a 
rtormailVMS, 

VHS-HQ 

Now tNs is a bit more Ika it: th« nexi 
generation of VHS machirtes. 
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svaitabie now. uvjth improved sound ^ 
DfOHis and watchaWe vreua^s. ■^ 

Freeze -frames are also vastly 

'PT^proved, and ir^st VMS- HQ^^ 
macriines hava a tuner tot eliminating 
those uTitatnTig etectraruc Ski tracks 
thai inlesi standard VHS, 

Picture detail has been cleaned up 
and picture fXMse has been almost 
eliminated. If you're changing your 
VHS, and KpeCigHy if you I'^ave a 
fnend^ hirer, you'd be crazy not to 
upgrade to VHS-MQ now, 

SUPER VHS 

Youll get nedr 'broadcast qualjiy from 
Supsr VHS. and it's a imly excseileni 
system. The only I rouble is > haven 1 
t<3un6 a Single retail outlet prepared to 

hire one . . 

BETAMAX 

Here's one of those little quirks that 
mate Irle so interestirvg - Betaman 
(M$u$iiy celled Beta) has always run a 
sluggls^t second to VHS. though it's a 
supenof system. (It was developed 
Iroin tf» successful U-Matic 
professMx^ai system,) 

All Beta macfiines on thne UK merhet 
Operate St the same speed, so at least 
yoo won't be temptad to comnnit any 
siOH«o cnm» , , - 




^-^^^ 



BETA ED 

TTiis is thie Beta equivaienl of Super 
VHS. and has the same problem - 
nobody fvas received shiprnents yet. 



V2000 

Fynny old wrorld, really. There's 
nothing wrong with tNs Philips 
system: it's good as Sony's BetamaK, 
and a damn sight better than JVC '4 
VHS system, but it never made rt. 

You can pick up V2000s for a few 
quid ttie«e days, and you might mvMl 
in a bit of redLtrtdant stock if you want 
to do your editing in-house and need 
that extra machine. 

But mahefiure yOu get a godd Stock 
of undamaged (apes - suppliee are 
running out fast. 

VtDEO-a (8mni> 

Tliia. li my fai^o&rlte dornesi Ic system, 
with tvtgh-density miHai tape, hi-fi 
audio (digital audio it you can gel 
aco^ 10 the <$eck8F}, and less atrtfch 
and drag on the tape while edging. 
And It s truly portaljie, so you can Nrtt 
acamocxftor, 



this hasexactly ttie same ad vantages 
as VHS Hi-Fi - a must if you're senoi^ 
about your audtovcsuai d©m«. 

SUPER BETA 

Super Beta is relatively new m Britain , 
mvi gives very good ptcture quality 
*xJeed . But the sound's no better th&n 
with ordmary Beta, which is a great 
pity. 

Still, Super Beta is worth loo4<^ng at 
i you're gong to get mio stKjrt-terni 
hiririg. 




"Wittt video, 

wviplitg out 

cockups costs 

nothing" 



All Video-8 machines have a lor>g- 
play mode, in which pfcture quality 
doesn't suffer too much - but uni^s 
you're maJ<ing your very own musical 
version of War And Peace stick with 
standard -play, always. 



U-MAT1C 

U-Matic is very rare m domestic 
setups, and you'd t»v« hornUe 
problems linkiiig tt*i^ system to other 
machines. Leave it to the 
prdfessionais - notwdy likes a 
armrtarse. 



VCR, SVR, CVC, CED, 

iASERVISrON 

lttM» five type« oi video player tn 
complataty obsolete, and the la^ two 
carwKit be used for recording. They 
might be giving itwm away with 
ComHakes. but ne les touchez evec 
uri bargepole. 



TAPEftUALmf 

If you vmfA the best f esutts, you nead 
the best tape. Top-of-the-rar»g# 
Scotch is favoured by many, ttxiugh 
Maxeit do an eitcaiiem Video-S (ape. 

Try to use first-class fresh tape 
stock for your demoa- if this is too 
deaf„ shove old stock through your 
local dealer's bulk ereAer, It's out the 
tjack . hidden y rxSer a Copy of Spofting 
life, and it's the orie he uses to lake 
up newish tapes from second-hand 
stock. (Chances are n will erase ttie 
display from your digital wato^i, too.) 

Msc^irie and tape must matdur 
playing a Hi-Fi vidoo tape on a 
standard machine will do nothtng to 
improve the Quatity. 

Ttie machkne's Condil ion affects ItW 
tapa. too. M your racording heads are 
over two years old they oertamly rteed 
Gtoanfng; they could r^aed adjusting. 
and If they've been fiamm>0red they 
will need replacing. 

Us^ng pause mode too heavily may 
rum the final print of your tape, and 
your machine won't tharik you for the 
abuse eittwr. 
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VIDEO 



STAYING IN THE 

PICTURE 

hM Oowcher'3 b*en shooimg his mcutti off on home-grown video - now 
Jl'^^yourlurn tosSoof yourvideo prDducllonsoff to usand wbthat big bfoak. 

THE GAMES MACHINE, in conjunction wilh Mel Crouch«f's pfoducWon 
company Scorpio Interactive Ltd, wants entiios for it vkln promo 
compeiitiort Jht wrirvHK wtn twvo hia/hor demo tape roreooffled and 
mfltatwd by expert musicians and film-mai^ers. mkt produoad «s A 
braadcast-siarK^rd profe^ior^l vidoa piomo, ready for submission lo 
record and TV producers! 

Entfi**, which must berec«ve<lby AprtI 2ft, may beon VHS, Beta, Wdeo-S 
or U-Matjc. and should be between three minutes and sjx minutes long and 
be preceded by 30 seconds of blank >ntro tape. Tliere Is no limit on tt>© 
ngrFiber of entries eeCii person may make - but quality, not proliflcne&s, will 
Win the day. 

Ple^e label your video ces^iseite clearly witfi its format , title if any . af\d yoiir 
name, addrsttft and idephone number, Ptease do hot inckide any images 
that have been fllctted from other peoftfe'a copv^fliht m^teriatf 

Though THE GAMES MACHINE canmt normally return competttton 
entries, we will return video tap^ sent in to this cornpetition if they arrive 
with a. Suitably stamped, addressed padded envelope. Otherwise, the uiguaj 
comp^'^'^'^ '^'^^ printed on ihia issue's contents page apply. 

Send your entnes to VIDEO PROMO COMPETfTlON, THE GAMES 
1MACH I NE, PO Box Ift Lwiiaw, ShropsMiv S Y8ID9 tO amve by April 26 



^'^You can rip 

off ottier 

people's 

images as long 

as you don*! 

how ttiem In 

public, hire 

tliem out or 

claim ttiem as 

your own" 



GETTING IN THE 

PICTURE 



You've gpot your sounds, youve got 
your video recorder, and now you 
need some images to complele your 
masterpiece This is the fun bit, and 
your O'sative instincts can let rip. 

Falling that, you can np off other 
people's images and adapt them for 
your own use and atMJse As long as 
you don'l s^w tfiem m putJiic, hire 
them out ot claim them as your owrt. 
oopynghi prot>loma will not rear their 
ugly little legal heads. 

To prociuce anylhiag senously 
calling itself a video prodiictlon you 
wiH n«ed two video cassette 
recorfters: one to lay down a series of 
images, and ibe Second to dub tbem 
on to a final pN'oduction with your 
soundtrack. 

There are several ways to get In the 
picture . 



COMPtlTER-GEHEflATED 

IMAGES 

Hetune your video recorder {rtot your 
TV or monitor) to the computer's 
output channel in the vicinity of 
Channel 36 Wtien your screen Is 
tuned 10 1f>e video's normal output 
signal, what you see is what you're 
recording. 

To sync up a computef -generated 
vkfao to your soundtrack is virtually 
kApossib^e without expensive 
equiprriani such as time-coders, it's 
far easier to plan your series of images 



carafulty, timei each sequence against 
the soundtrack, and edit the images 
together m seneS- 

When you're happy with the result, 
rerecord the whole production - 
Simultarkeousty sending the vis^uais 
into a VCR's video input and the audio 
track into 1f>e audio Input. And it it's 
not quite right, do it again, {That's ttie 
advantage pf video laps over fMm: 
results are instantaneous and wiping 
out cockups costs nothing except 
your time.) 

It's relatively simple to superimpose 
two sets ot computer-ger^rated 
images using a V-type cabfe^spfitter. 
thou^ some computers are 
temperamental because of 

idiosyncratic output, 

Commodores invariably give good 
results, especially the ones with built- 
in frequsfvcy tuners: Sinclair's 
Specttums are happy to oblige, but 
their red bachgrounds upset most 
VHS systems (so avoid the colour); 
Amstrsls are virtually impossible to 
work wtthi. 



VIOEO GAME HAS 

Rule One: if you don't have access to 
a camera, and cannot tjorrow one 
from a trusting fneod. hire, Hinng a 
State -of- the art video camera is 
ludicrously cheap, jHtd fnost h.iQh- 
streei multiples are happy to oblige. 
Radio Rentals, O.E R and all the rest 
are m fierce competition, and current 
hire cfvarges are around £10 per day. 



"Hiring a 
state-of-the- 
art video cam- 
era is ludicr- 
ously cheap" 



C29.d& per weekend arxt C39.^ per 

Rule Two: keep It simple. Avoid 
grmmrcks. Zooming in and out. 
panning and mesay focus changes for 
no reason at all are very annoying to 
watch. A series of siXNi. sbarp, tightly- 
edited images is muc^ more effective. 
Shoot your seqoer^ces aeverat limes, 
and edit tfw best txts logetfier before 
overdutibing your final soundtrack . 



VCR-OEHEnATEO IMAGES 

Effects you can produce with the 
VCR itseff include freeze-frarr^s 
arxJ slow-motion Many hiigh-street 
multiples will hire an advanced VCR 
on a short term basis, especially if 
you're fiinng a camera at the same 
time. I recommend the following 
machines . . . 

PiMASONlC f«V-D0O 

Brand-new on ttte m>arf(<at, and 
packed wrth digHal atiecls- 
generaiors, the Panasonic N'i/ O80 
includes a superb digital frame 
Store which can freeze the picture 
while the sound continues, 

TlM duration of freeze^frames is 
adlh^atable from about one second 
to about one- sixth of a second, so 
fi)(ioellant strobe effects can be 
made without any additional 
equipment - 

Other graphics effects include 
picture-enhancement to give your 
video images a cadoon or oil- 
painting look; a supersmooth <^ital 
slow- motion adjustable from one 
fifth 10 1/25 normal apeHSd; ctigMal 
noise-reduction to clean up random 
picture noise; and a very useful 
autodubbing system. 

AKAI ¥S-35EK 

This is tf>e much-h«raiid0i^ 
'interactive VCR', with facilitios 
kidud^ jitter-lree freeze-frame, 
variable s>o-mo from a quarter to 1/ 
20 normal spe<ed, onscreen 
prompts, automatic frame- indexing 
and search, and a very aggressive 
quick-si art option. 

The biggest problem is tfiat there 
are 38 buttons to control the beast, 
so you'll spend your first 24 flours 
with the Ahai V5-35EK trying to 
tame it. 

MITStlBISIil lfS-421 

This is a very sturdy machine, with 
digital fine tracking, very steady slo- 
mo and rock-steady fraez^-frame. 
As well as a few trick frartw optior^. 
ji offers ejtceilont Hi-Ftsourxl. 

SJUIYO VHR-0900 

This one isn't available for hire yet, 
but It may well tie THE machirte 
wf%en It comes on stream m a month 
or so. Up to ninei images can tse 
presented onscreen at any tirrifl, 
and they can tie cycled In rap^ 
succession. 

Other effects are strobe, loom 
(producing images up to 16 tiine$ 
normal sizelj, mosaic, cadoon-type 
digitising, and an mcreditile 'paint* 
option, 

Sanyo's new machine will make a 
lot of specialist video studios very 
nervous - special effects prevbusiy 
reserved for the professionals can 
be used at home at the touch of a 
button. 
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AT lASTI 

TAPE LOADING PROBLEMS 

NOW ELIMINATED 

WITH 



LOAD 




OQ 



» LE.D. LIGHTS FOR ELECTRONIC TUNING 
PERMANENT ADJUSTING KNOB 



ACHIEVES 100% LOADING 

SUCCESS EVEN ON THE MOST 

OBSTINATE TAPES 



LOAD IT GIVES YOU: 



• 100% LOADING SUCCESS 

• PERMANENT HEAD ALIGNMENT ADJUSTMENT 

• LE.D. LIGHTS FOR EASYTUNINGTO OPTIMUM SIGNAL, 

• GUARANTEED FOR ONE YEAR 

• APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES 




TRADE ENQUIRIES WELCOME: 
MILLS ASSOCIATES LTD 
WONASTON ROAD 
MONMOUTH 
GWENT 

TEL: 0600 4611 




FEATURE 




Trains, boats and planes - you can board them 
wfthout leaving the comfort of your Joystick. 
The simplest 8-blt computer gives you the 
liowef to fight bl04Mly battles without Injury^ 
take a realistic trip to the outer planete of our 
galaxy and drive the next best thing to a 
Porsche. The 16-btts - PC, Atari 5T, and Amiga 
<- with their racy processing speeds can even 
simulate the computers of the future and 
predict events, John Glliieil reports* 



hat a build-up. and aif for 

■ A I a subject which has been 
^^f I'egarded as a 

■ ■ statistician's df«ann arid 

a tjoring aspect of 
computers for arcadd ptayets! 
Yet, siTTiulation techniques are 
now constantly dressed up for 
use «n the latest arcade games 
to make them more realistic. 
Teenagers want to t(y Top Gun 
aircraft simulators instead of 
thrashing aliens, and even the 
stolid war game has a new 
g^em to its presentation. 

Furthennore, those atien 
graphics and explosions on the 
screen may seem randomly 
created by a machine which is 
almost unbeatabici, but with a 
little knowledge of simulation 
techniques, aj^d ho^ they're 
applied within games, you'll be 
able to Outwit a programmer's 
strategy not onty in simulated 
universes but in standard shoot 
'em ups. 



POWER PATTERNS 

All eames raty on patterns creaied by 
a sanes of instructions wthin ttw 
computer. Ths computer needs some 
sense of reality <n which lo piay out its 
gam^S It ha$ no $ucfi $dn$i$ of its own 
so It retres on programmers 
mstructions and with the increased 
graphics capacities of machi^nes lil^e 
the Arnii^a llfio^ instruction patterns 
can be rQ«d to sorne sKtanf or the 
screen. 

Arcade champions have an instinct 
for reading ihe patterns of aliens 
waH^ing in spaca> or the nravemenis 
of laser bolts from oncoming space 
fleets. Everyone has thai instinct lo 
wme extent and you can tfam it by 
loolctng at certain aspects of a game, 
m some oases yoti won! even need lo 



read the instnjctions to leam how to 
score points. 

First, though, let's take a look at the 
problem involved \n designing a 
simulator ai>d find out why simulation 
t&chniques are incorporated wthm 
most contemporary computer games. 



BACK TO BASICS 

There are four types of activity that 
games c^ simulate; physical, 
mechanical, natural and intelligent. 
Your compute^' (Jeats with them ail In 
itve same way, by reducing ihem to 
ranges of numbers which c^\ be 
easily manipulated, 



Five years agot 
wtrenmost 

computers liad 

liitiited graphics 
capabilities, 

games relied on 
Clever 

programming to 

malcetiiefn 

attractive 



ffying arovfftl tht 
iBfldSCMpVCatl b*M 

touch slow on Ihm 

s#n»if/on is /vallstic 
enough 



Say, for instance, youVe simulating 
a C4r in a mrotor racifig gante. Your 
computer needs to Know about gear 
changes so that it can either speed up 
or slow the cai <lown. You might 
assign the numbers one to three for 
tite Torward moving gears - srranga 
car - and the nurriBer mknus on^ for 
reverse 

The program moniiofs the position 
of the joystick Where one push 
forward increases the gear number 
and one and push baclx reduces if - 
and the car's speed. A simple ge^ 
counter wnhtn the machirw keeps 
track of the (oystick movemenis and 
adds or subtracts gears. 

As a player. ar»d controUer ol the 
racing car. you won't krtow atxMJl the 
numbers betng used withnn the 
program. You'll ttirnk of Reverse gear 
as, perhaps, an R' on the screen's 
control display and not minus one. 

IRE FRONT END 

The numbers and equations, which 
control all computer games, are 
usually stored in a huge database and 
ere used by a small control program, 
which is often called a shell 

Five years ago, whien mosi 
computers had limited graphics 
capabilities, games relied on clever 
programming to make them 




T^^r-T 
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attractive. Features fsthof than 
prusertaJion were pramhJm - and the 
pri99«ntatk}n was otten ve<v grotty. 
Tha tachnotogy. and mood, has 
cfisngeci now so even the most 
comptax iimulaUon«, such as Grand 
Svn's HtiFif tor Aid Oeiobar sfxj 
Cl»uc* yM^or's AOvsn^a Flight 
Trmner ftotn Etectrontc Ails, need 
sophtsttcated, reaitstic. graphic^. 

ThM* graphics provide the front 
end of «rry yasrvs. the bt that the p)av«f 
sues WKt, during ihe earty sta<ges of 
Simgitstion des4gn, often reduir^S the 
invotvanwrM of en export. Ned Lemer, 
the Ainerican dsa^jner of EOA s 
Mmrioadflis^ Trainer . lor mstartce. 
wflrtled to osate a prodt>ct which 
could rhral any nUofo-tjaaad flight 
sitTiuiator. so they brought m ace 
h^^ pHot Chuck Yeager. 

Yeager quickly convinced Lemef 
that th« old type ot night stmuiator tei 
you b* a navlgatof but you needed a 
aariM of reality to (eel lilcs a pilot. 'The 
nigin wrmjalorB on the market were 
mtere^ing experiences, but I knew 1 
could (to beHw. An actual flighi 
airnuiaior woukt set you back 
SSO.QOO. I wanted to corneas dose to 
that $50,000 ae t coiid for under 50 
bucks ' 



It's easy to 

unravel even the 

most soptiisti- 

cated mcmster's 

strategy wHft jyst 

a spot «f simple 

obsenratjoii 







Lerrver's thtnktng was fuilher 
confirmed when he asked Yeager to 
try one of the old- style simulator^. The 
pilot looked wih distain at the screen 
dt$play and Itvepystich and said; I've 
never fooled with one of these- That's 
actuatV because, you know, the 
damned 1h»r>gs are so . . . 
ineignificanl/ 

THE FANTASY FACTOR 

The old-style flight simulators lack. 
what Ned Lemef calls "TNe Fantasy 
Factor'. You can play with the joystick 
and look at the screen ail you want but 
ycii can never suspend belief and feel 
as if you're flying. EveryDne t>Q^4eved 
Htat only a large NASA mainframe 
computer could do the jab. 

Nobody coo id program even a 16- 
bit computer, such as the PC. to 




accomplish siich a task. But Lamer 
believed that it was poesftite. AH he 
needed to do was make the sirrHiata' 
more attractive, respottsive sod 
thnldng than anything that had been 
done before. 

It tH^oh two years to design the 
Advariced FligtJt Trainer, which offers 
mggh mare than just take-offs, flights 
arourid the New York skydrre ar>d 
landing, Yeager wasn't pnmanly 
interested m the colourful soenery 
which marks flight simulalors 
because real pilots "Never have mucfi 
lime lof scenery' 

Lemer foiOWBd the expert's advice 
and, inatead of making fluffy clouds 
and 'blue iek^ important, tHjili a filgih 
speed racing sjrnuiation against six 
computer controlled opponents on 1 5 
obstade-littered course. 

Yeager also convinced him loto put 
in a test pilot section for maoh-speed 
aiiCfeftsLichastherareily»eenXl and 
ln$tigatcir. Both aircraft were 
eafmarlted as top secret until last 
yav. 

CONCRETB TO 

CONCEPT 

Once you move from the de^Qh Stage 
to progr amming you have to swap the 
concrete, real, world where aircraft 
winga are made of metal for thie 
connkplual worid of tf>B co.Tputer 

A Simulation like Advanced Fhght 
Trainef uses alf four types of 
SFmulat^n I menticmed earlier - 
physical, mechanicai, r^aturai and 
imsIHgent - and eacti type fequifes 
drfferant basic simulatior tedinique. 

Let's start with thie wodd bn whjch 
you want to fly your fighter jet or in 
which you want to move. A datol^see. 
wti4Ch can tw visualised as a gnd for 
Simplicity, provides 1f>e ground plan, 
or master map, on which the 
simulation's moveable obiects otk) 



height and width for tfx»e of you are 
mflthemellCtiNy inclined ~ SO t^iat 
dlfwr ob^ads can manipulate or 
interact wHb tti«m in a reafcstic way. 

Sounds comphcated bul the best 
or vMxst. IS yet to come for ih« 
programmers when Ihey introduce 
the physKai, meohamcoi and 
intelligent ptots of th^ mimglation. 
Fligin simulators in with combai 
ofrtions, iucti as Advanced Fbght 
fmin&r. combine the ph>^iaii 
mecfranical artd irrteHigird tec^mic|uiH, 
to creflfte computer-controtted 
opponents. 

Itis program performs a kwp of 
irotrucUons which furKlM tfie 
combSL, ft lli« monitors your airGr«rt's 
posttior in reialidn to aacti of its 
fighters. The cofnputer thar<» criartges 
the position of Its aircraft, again 
following irtstructior>s wfik^ are withui 
tfie smnutator program. There's no 
magic involved, just the (orssight of a 
design loam virfw tttougbf itut you 
mrigH make a particular move in their 
ganne« The result, however. ^ artrfic*ai 
intelligerH^ 

Oftce the computer has decided 
upon, but not made its move, the 
skmrtotor brmgs in itie mechanical 
lacfvik^ues which plot each drone's 
new position, ihen checks heighl, air 
spaed and fuel. When it's satisfied 
that the drones wM net crash, or aren't 
in immedMe danger of kHlng fuel, ttw 
simulator mi^es the changes n 
position ancl updates any instruments 
- Such as tf* radar screen - on your 
display panel. You're thien allowed to 
change your )ei's petition and the 
simUaHon loqps around Its l^ of 
Jnstructiorttto^andbeBt you again. 

The simulator takes only micro- 
seconds 10 perform all those tasks as 
a senes of moves, ViiTtat you see. 
howMver. is the continuous movement 
of your akertft and irx»e of animated 
objects on the landscape 



(Ml tfi# t»&fniif0 0fOct!>b«r 14 

0fch othmr for tfto battle 
tttgt chmngati Bngllmh 
history - ST scrt^n 
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landmarks are positioned. It provides 
your ajmpHjiter witb ttie positior^ of 
your aircraft, oltiar computer- 
controlled aircraft, natural lartdrnarks, 
and other ot>stacies. 

The database also tells the 
computef about tfie contours of the 
land in relation to the landing strip. Tfie 
simulation woukl, tor instance, have 
to tell whettier your jet has crashed 
into a hill on a low fly-past' 

Each of ttte objects on the map grid 
is given the ptiysical properties - 
mass, volume, velocity, raststance. 



FACT INTO FANTASY 



Chuck Yeager was keen to put as 
many features into EOA's Advanced 
Fifght Tfedntf as he couU. but there 
were some kdaai wtiich dasigner Ned 
Ijsmer reftAed to consider, Yeager 
re fl e c t ed the views of many BM»t\ 
software houses when he said; ff you 
really want to scorch 5o ma th*r>g. hofl. 
you can program tfte X-31 m iltere, ttte 
aaiospace plane. Now. see. you got 
some kkJ wtio can say. man. this tfwig 



FEATURE 



■S smoking along at Mach 25. Tt.ar^ 
yqugel a Log generatingi systenn. <i 
onoe KOu acc«>«ate out to ab. ' 
htad^ Ifl yOu'™ gathenrtg liqi.. i 
otrygon and ttwn you've got liquid 
oxygen a»xi hyt^i^gen turned into 
criem»cai rockets and you go inio 
space Mth It ' 

The atr aca wanted to tahje an ordi- 
nary expenmentaJ jet and tum il inio a 
spaoa-bDund vehicts. You can 
nTdLrtge your fartases witti a com- 
puier and stiif stich closely to reatily . 

Tiw* of the poasibthlies. Raintsird 
cartamly has tAfith its Univsrsai Military 
SitnulStCr- It's the ultimate in war 
sjrmjlaticrcs. and allows you to fight 
selected battles such Waterfoo. 
Marslon Moof or Hastings, 

The programmers hvawe also iitted 
the ttme boundaries of these battles, 
and UMS atk>ws you to pttcti an army 
from one time period, say the Round- 
heads, with ;sn smy from anottier, 
perhaps a battaJion of American Infan- 
trymen The UMS stJChs Dy its njles Of 
r^ity ar>d it's likety that Ihe resuming 
computef t>attle would Show which 
army would win m reality, 

Moving further away from reality, 
but stifl slicing within the tHundahes 
dt a simulation, you cart use UMS to 
i^^ate wars between myiti»cal twtngs, 
sucti as ores and elves. Jyst input th« 
physical cfta rac teriBttca and you've 
got the nearest thing to a battle betw- 
een mythical racss ttwt you're ever 
Mceiyiosee 

Ocean has gone ail the way arxj 
created a tof^iy rantast>c world m 
Eco, but has still built in elemenls of 
simulation The game akTHJlatea a self- 
supporting natural en vi rof w n er ff in 
which you're placed a$ a rarfdomly 
selected creature. You've got to 
evolve from a humble, helpl^, insect 
into a predator tjy manipulating the 
creature's ger«lk:code. 

EKpenmentation shows thai . |us^ as 
|t>e most radical ctianges take ptaee 
in the form ot 3 creature, if you altar 
the end nodes of its ONA in real life SO 
the same effect occurs m BtXi- if you 
survive past the small spider phase, 
change the top two genetic no<tes 
first, then the Ixittom two, and finally 
those at the centre outward, re matter 
what tieast ttie simulation initially 
gives you, yOu'li be ^le to Survive 
iortg enough to create a predator and 
not fall into tt>e trap of becoming part 
of the ecQ^jtiere's ftora 

Beyond and Firebird also had 
sophisticaied simulatioo irleas on 
ther mifids when they tooK on Mihe 
Singlalon and his leam to produce 
Sfar TreH. Beyond paid in advance of 
C50.QOO for the rights and expected a 
pretty special game from the pro^ 
rammers. 

Unfortunately, the Atan ST version 
IS all graphics and contains alrrtost no 
pJet. D^pite the amount of memory 
neeided to store information at>out the 
Star Trek universe^ it's a 1^^ complew 
sirnuiatjo^ than Ocean's Eco 

Ttie ship and battle simuiations. 
stripped of their glossy screen pack- 
aging, wouid in no way test the pow- 
ers (rf tfie humble Spectrum, Indeed. 
Similar game features have bieen seen 
m the BBC version of Acomsoft's Etto 
- with smooth, effective 3D graphics 
to Iwot, Elite marked the first of the 
arcade/simulation games arxl, 
despite pretentions by IRainbtrd's 
StargiK^ar. still holds rank as the best. 




Ymi can iitdulge 
your fantasies 

wtth a computer 

and stjtl stick 
closely to reality. 



TOWARD ARCADE 
REAUSM 

Fco's world is a fantasy creation, bul 
the Simulation of tt>e environmorrt - 
and the graphics display - where 
ever/thing has a cause and effect 
maltes tfie game more realistic. The 
same is becoming trge ol the new 
arcade games. Landscapes are more 
reoMsUc. aHen adversaries move in 
oomplex patterns and often evolve 
from one deadly stage into ano1t>flr. 

Games such as Bubbfe Bobble, 
Platoon and Pretiator. use artificiai 
inteliigerxK Monsters ftQ longer 
doggedly track you down, but ratf>er 
form strategies w^lch change and 
tjecome more cunning as you alter 
your playing tactics, 

Plafoon in particular shows that 
atonulaiiori te^vMques can t>e slipped 
irAo an arcade game without annoying 
addicts. Not only does the game put 
your five raw recaiits up agaiinst the 
wily Viet Cong, but also includes an 
impressive simulation of emotion. The 
objective is to get as many recruits 
back io tiase c^mp as po^ibie„ and 
to survive Ihey've also got to cOver 
each other and act as a team if your 
score rating and morato is to stay high . 

wnmiNG 

Finally, here's som'' ■ ■ ^n 

how yoo can use I' i 

by the still relatively sunptetic and 
artificial intelligence routines use<} by 
arcade game programmers, 1 think it's 
easy to unravel even the most sophis- 
ticated monster's strategy with just a 
spot of simpte observation. 

Developing stcill at playing arcade 
games takes time and can be frustrat- 
ing. In the past many games relied on 
Simple rneihods to dnve the Sf}&c@ 
Invaders and Pac-Man ghosts aroufid 
the screen. 

The program compared the co- 
ordinates of the Pac-Man lo those of 
lis ghosts arid used subtraction and 
addition lo find ihe quiciiest route to 
Pac'i position. As a resull the ghosts 
kxAed almost bumbling and slavishly 
followed Pac around ttie ma^e. In 
some versions of the game simple 
faults in tfie pfogrammirvg mean that 
the ghosts were often blocked from a 
direct route to Pac's co-ordmatea by 
maie walls. 

The elementary programming of 
such games as Pac-Man made them 
easy lo play rf you knew the secret. In 
Pac's case, all he fiad to do was move 



around, end stay on the outside of the 
maze lo draw the ghosts toward him 
then quickly change directicd towards 
a truii or duCk out tf>e side of the maze 
to gam more iime 

Enter artifacial intelligence and the 
hosts of simulation tachruques. Those 
ghosts and othier creature can now 
develop trieir own attack strategies in 
ess than a second, they aevn kna 
predictable and the games Seem har- 
der to play That's just (ka true, 
though, the same sirr.ple movement 
i^attems are Still there they just 
Thange quicker in an effort to make 
: ne adversaries seem mieii igeni . 

Ho doubt, when you're playir>g a 
i^ame. such as imagine's Rsstart. 
you're impressed wtth ttie graphics. 
Lhe way the monsters move, the way 
Ifw scenery passes or firey chasms 
flicker WhHl you Should t>e doing is 
looking for patterns withm tr«e game. 
Creatures may seem to change strat- 
egy every time you light tf>em, but 
Itiere are pattarrs withm their move- 
men I s and tt^ aren't so complex to 
read when you corx;enfrate, 

You subconsciously pnck up these 
patterns wfien you stan to play a 
game well, so p!ist thmk how much 
quicker you'd pi>ci< up skill by looking 
at the location on the screen of a crea- 
tures stance - lirribs «id body posi- 
tkwmg - rather than his weapon. 
Expeittwrl with the game for an tiour 
or so. k>Dking at how your adversary 
reacts to your movements, and yOu'H 
soon work out how you've got to rvac^ 
to win and nol jLst stay in Vm game. 

For instance, most martial arts 
games have a simple combat stnjc- 
ture. In Way Of The Expto^ing Fesf you 
should, for instance, capdalise on the 
way in which your opoonent always 
takes two steps tjaciiward when a 
move back is required. Take a Uxk at 
the relationship between your cfiarac- 
ter and the corhputer's when such an 
event happenft. Your opponent wril 
perfomi in exadfy the same way wtien 
you repeal your actkins, ad Isast urtlil 
the next phase of the ganw. 

Don't tie confu^)d If you're con- 
fronted tiy group of a similar alien 
type, Each type of alien has it's own 
ch3ractenstk::s arid will fight using 
these. If you watch just one of the 
aliens you can see how the others' 
parforrnances are muUMd tnom your 
tfen subject dtfierxSng on its soeen 
position and how you react to it. The 
game will always play tfie sarne, so 
onoe you've ntade your obtservstiona 
go tiack in tftere and do aorife drnn- 
age. 



NOT SO CLEVER 

The increasirig compiextty of arcade, 
strategy and simulation games make 
ihem seem invincible but, despite the 
use of simulalion techniques, such 
garT«» can stiU be cracked by aimpie 
observ&bofi. 

Despite all the ducking atxiut artif - 
cial intelligence, all games will rigidly 
follow program instructions untti com- 
puters with real inteUiQerKe are fourid. 
Until ifiat day the pwtterrts may get 
more cornpieK, the gwi^ee may get 
more realistic , but your computer wiN 
only be abie to simuiaie an opponertt 
and ns moves can oniy simulate the 
inteiligw>ce of its programmer 
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Introducing four pages of great mail order 
shopping for your home entertainment, AM the 
software you could want, plus joysticks, con- 
soles and clothing make this a selection worth 
browsing through! Check out our special 
offers for those extra savings and remember, 
all prices include VAT and postage & packing. 
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Join ir> on the fuii Crvdfyone's 
having with dofnatft's TtMM 
PtmtMt witi ihtB pursuaiblQ 
deal: 

Biry a copy (3f th« Tfi viai' Pliv- 
ajif st0rt-up 'GonMS' C4SS«tt4 
^«ctrum, C8M 64 Anstrvd, 
eaO) St £14,SS and gel botti 
add-on packs of qudstiwra 
raEE- Save £15 90' 

M you eEready own the 7P 
Gerus Edrtton - men buy both 
add -on packs for C7.K: A sav- 

Get othsf versions of TP 
Genus - Csssetie or Disk - al 
HALFtfve normal pnce-savtng 
ti|>toCl2 45i 
AtenSTDtsK 



Amstrad PCW 8256 Dial* 

Atan g.brt Dtsh 

Ml normally £19.95 -NOW 

Atari 8-b<i1 cassette down frOfti 

]&M D-,$k hirtved from £2i.95 
toCl2.45 




ACHIEVES 100% LQADtNG SUCCESS EVEN OH THE MOST 
OBSTINATE TAPES 



LOAD IT GIVES YOUs 

■ tOO% LOAD) NG SUCCESS 

■ PERMANE^JTHEAOALlGfJMEMTADJUSTME^^' 

■ L£D UGHTS FOR EASY TUNdSfG TO OPTIMUM SIGNAL 

■ GUARANTEED FOR QME YEAH 

APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES 



FROM 



FOR ONLY 



YOURS 

£39.99 

INC P+P 



Pl«e«« a«nd me ■ LOAD IT ca$$«tle d«ck as fast as you cani I hav* I 
fillad out the coupon and anclo»9d a cti!9ck/p9»ts4 order for C3S.99 
mad« payable to Mawafl^ld Ltd. 

Addr««» 



fc*i+i?*'»p*"-'^"-'"-fi ■■■■*■-■■■' 



Poatcoda 
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LOAD rr OFFER, 

wo BOX 30, LUOlOW 

SHftOPSHIRE SVe -I DB 




KOHIX 
SPEEDKiHG 

The fOfSibck thaf acf uany 
Ws youF hastd, with a fire 
tumonan^^wS for your 
tngger fin^ to ersur9 
accurate htgh -speed 
actfon. Soltd steef br^afi- 
proofsfiBff wifrtfiftaf 
ckckiog $aund for every 
pfaCfSKin move yoo 
make. 

Nom^ pritaj El t.99- OUR PPiCE £10,99 



TERMINATOR 

atid/usf as JstfMfii action, 

desi^ packs top queiity 
TTvcfo switches tor lop- 
rtofcn control And kool 
t)igh'SCores. 

Norrnatty £^995 - TUM PRICE £14.98! 
TwQ winners from Euromsx , , . 

EUROMAX 

PROFESSIOKAL 

STANDARD 



HiQh durability, rapid 
rMpense and ultra sens*' 
tivs movefnent accuracy 
tF^ lhi9 advanced 
STponcsmic design. k)«a] 
for left or right hartd play. 

EUROMAX 

PROFESSIONAL 

AUTOFIRE 

Alt the quality of the stsi- 
darti, with tM added 
bonus of 1^9 Auto Fire 
Option for wtten the goi ng 
gets tough' 
h&.95 



For Amstrad owners 
EUROMAX JOYSTICK 
AUTOFIRE INTERFACE 



Specially made tor tho 
A/nstrad 464, 664 and 
6l2fl. ihis iniertace pre- 
wents conlirnjous use of 
Autofire JoyStbCks caus- 
ing oquipinibeftl martufw- 
bon 






Score fiks a pro with tfynsmics! 

COMPETmON 
PRO 5000 (HfHTnal) 

Features arcade qjaJEly 

fnicroswilches, dual hra 
billions, robu&i steel 
stiatt and rubber return 
for smooth cohtrol and 
(onger life- Extra long 
1.5m eord. 
NofmatfyCl4.96-TQM 



COMPETrnON 
PRO 5000 (Clear) 

The designer joystick has 
arrived! Alli the features of 
the t^ormal PRO SOOO bul 
with the added thnlf of its 
unique see-through cas^ 
Ing which otters a tantalis- 
ir^ pe«k at the hi-tech 
innards. 

Normnf price CI 5.95- 
Ouf prtc« CI 4,00 



Uttlfnate cursor controt wiz zee 

EUROMAX 
WIZ CARD 

Thisneal itHiebOjcof 
Incks offers two fire bul- 
tons and left or nghj hand 
S'way directional oontfoi 
througti hypersensitive 
graphite contact^ *iih 
mmimised moving parts 
for added durability. 






PLEAS E N OT E : JOY STICK S AN D DJSK S Q N L Y A V At LA^ 
BLEINUKANDEIREt 



THE SEGA MASTERS YSTEM 

Put an arcade machirw in your IMn^ riXHn with tfiis great naw 
sxtra to your exsisting cornputAr. It'a the id&al gift fo/ youneff 
or a friend, and the collection of games cartridges is growing 
steadilyl 

%9^m Md«tar Sy stofli: ITte complete and ready to use sy^dm. All 
you need is a TV. Package includes games conrisole (to runi card or 
cartridge, a fnee copy of the hit arcade game Hang On, 2 control 
pads, alVaenei fiitureto let you watch TV even when the console' s 
stili connected and a 3-pio plug already fitted. Plus a tHJilt-m mystecy 
game! 



Light Ph««*rt Take aim and fire at your tape! with ease and 



accuracy- Comes with free game. Marlcsmari Shootmg/Trap Shoot- 
ing. 
C44.99 

9-D VISOR OLAS4ES 

Glasses plug inSg the card port - and you get extra realism when 
plashing the $pec<al 3'D games! 



AND THl GAMES 
CARTRIDGES! 

Mega Cartridges - ati at 
£19.9)5 

ChOplrfler 




World Grand Prix 

Acliofi Figfhter 

TheNm}a 

Black Belt 

ProWfastiing 

Wonder Boy 

Quartet 

Fantasy Zone 

&idofoR*cer 

Alex Kidd m Miracle World 

ZHIion 

Secret Co<rimaAd 



Sege Cards - ail at CI 4. 95 



Super Terinis 
F- 16 Fighter 
GtH98l Hoiraa 
TransBot 

My Hero 



TwO'Me9a Cartridges witti 
twice the power - all a| 
€24,95 

Space Hanier 
Rock<y 
Oulrun _ 

Mege Canrtdges tor thii 
Ught Phaser at £19.96 each 



Shooting Gallery 
Gangster Town 



3-D Games (only for use with 
giessea) - £24.95 each 

Missile Defense 3-D 
ZaKxon 3-0 



HIMTEfiOO HOME 
ENTERTAINMENT SYSTEM 

En)oy tfM amazing 52 colour grapihica end arcade quality sound 
of tttis great rtew system from the top makers of coin-op arcade 

ni'achin«&! 

Nintendo tmrigs you the control deck, mains iranslormef. two hand 
controls, ai>d or« free Super Mario Bros Game Pak - only CffO.M! 



Super Nintendo Deiux ai&o g^vea you the amazing Zapper Gun, 
which tetis you sJioot moving targets on screen ffom up to 1 6ft. and 
your very Own Rot>ot)C Operating Buddy (R.O.B), pJus two tree 
gasmes, Qyromrte and Duck Hont. All for Ci $9-99 



Or choose to complete your set in stagey: 

Zapper Gurir at Cf 9.39 
B.O-B. at E44,99 



And fKrn for e selectton of gamee 

Wrecking Crew tSB.SO 
Excite Bike ££a,SO 
Mach Rider Ea$.50 
Golf £19.99 
Soccer £19.99 
Kung Fu £19.99 
Uitan Champiort £19.99 
Super Mario Bros C1B.99 
Donkey Kong CI 9.54) 
Popeye ttiM 



Zapper Qun Oamee 

Duck Hunt £28.50 
VVikiGunMan1^S.S<} 
Hogans Alley E2fi30 



Gum Shoe C2S.50 

R.O.B, oftly Oam»ee 

Stack Up C3t ,50 



Plea se rvote that Gan>es Consoles a ndCarlridgesereonlyavail' 
able for the UK. Also Cartndgfi& and Hardware are NOT 
Included in our S|»ecial Software Dliscount Otler elsewhere on 
these pages! 
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PLACE 
YOUR 

ORDER 

HERE! 



Stealth Fighter (MicfopfoseJ Space Quest II (Sierra j 

Apollo I $ (Accolade j Rocky (Segaj 

Gumhip (Mkroprosej ZUHon (Segaj 

Test Drive (Accolade/ Black Urnip (Firebifd) 

Shadowgate (Mirrorsoftj Roiling Thunder (US Gold} 

Bobsleigh (Digitai integration j Police Quest (Sierra} 

BorderMone (Infocomj Skyfox fl (EfectronicAnsJ 

The Train (Accolade) Dan Dare II (Virgin} 



Th« Special Software Diac ount Offer ^rtee» cto not apply tij 
aaftware bargains highligtitad in tha previous pa9as, nor lio 
th*y IndiMie Consot* Cartridges, blank disks or any hArttwar* 
Il3t«d. 



m^ 



SPEClAi 



UFFEJ* 



PRICE 



TABU 



4.^ 
5.95 

7.95 

8.93 

^^ 
9.99 

14.95 
19.95 

23.00 
24.95 

ze.95 

34.95 



3-95 
4.75 
6.40 
7.20 
7.95 
7.99 
10.40 

15.95 
18.40 
19.95 

23.15 
23.95 
27.95 



1.00 
1.20 
1.55 
1.75 
2.00 

2.00 

2.65 
3.00 
4.00 
4,60 

&.00 
5.80 
6.00 
7.00 



THE MEGA CHOfCEs 

Jip^rt from our Highly retwnmemtedgMmtti 
lit. yottam otOtt st*yq»me ttie^tdbytht 
m^tottwtfe houtri to Ottt e*t itftyottim 
toUomtig foimttt: 

XT 

mttMS; 

ptM Ofnn fRlCES ARE VALiO FOft Atff 
GAMES AMD tNCL UDE FOHAGEAND 
FACK/tyC NO OtH£fi £xmA iHAJN^S 
WOK UP THE PmCEOfEACHCAMEM TTM 
OWFIff TASU, CTTIW ThE CMTtR PmCES 

Oft rmoaoeMcou/'ON, rmftADO r»m 

tIF, 

ormefafORmus WHKHAitEW> 

lOHGEF IN DtSJmBtmON WtU. BE 
HFFVftfJEO 

roomasERtamAttLfmmftED of 

Mtr BELAYS CAUSED BY LATE RElfASSi 

tm/SMMiti Lflt >H£COfilf£Cl ffECOM 
M£WfO HETA5L PRtCi Vi^N LOOKING U>> 
ffl/C£5 !N ODK SPECIAL Offiff rtWCf MS££ 
QON7 KSHSf f TO 4*AflTCvv /^ COMPi/TBi 

AftCMECMKmMrtCKsmtixxatCM- 

TSSXiE}ll£QUmD - ai?MU OED£g tXfJVh 

mNrsNoroAiSvor/wr mjf 



WDGETRANaE 

mBBtFOimeAMESMTM££i.99/iANec 
fiiaPArf&f rmn fE5.97 pa racHwr 

mM} ASAVlt\tGOF£Kf9l 
gHDeRfOlMCAMlSMTHE £2.99 RANGE 
tmPA YFOft THtXE (a,97 PA YmiNT 

fomLi-AiAvmeoFa.m 

mm i(v n€WME^^njstiif€sof n€ 



mmmm: 

WntefdQumfgxne(s}(xi(Kiiefltst 

fsiaif price ^} 

Lookup specie after price mi wnte m of(}& torn 

Dofj I forget to Hi! in tiom infUcaiing cmptiter 

kxm^andiimMatfpe! 

Add 19 letalaatendosecheot/e or postal Qftkf 

(fH^maHvefyuseACCESSfl/iSA facility 

{Doot forget tDtudicateSieBmi^) 
ggKBmObifKmwieteor^^mswMbf 

fetimed, sodmt f&^tforrml media, ^irt^ 
Exptry 03te et \ 

mmifSEASORBm 

Pi£ASiJm€2.00 

i^RfTmmmfim 
mmnr 



beM; 



.j^llhave 



ueefl 



listed Pf*^^^ 



ITEM 



SIZE 



Qjy 



COMPUTER 

Narre 

Address ..►,.., 



TOTML 



PRICE 



!»♦»+♦»-■**• 



Postcode 



PLEASE DEBIT MV Vl&A/ACCESSACCOUNt C 



I with to pay bv Vi»«/Acc«4s 4d*lat« m% «pptrcibt«} 
SiQn«tur« 



Enpiry C>trt« 



Pi**i* Cfwro« My A«coun1 H<t: 



I 1 U __J_ 



SEND THIS FORM TO 

TGM SHOPPING, POBOX20, LUDLOW, 

SHROPSHIRE SY8 fDB 

Please note that Hardware, Consoles and 
Cartridges are available In the UK only 



COIN 
CONFRONTATION 




The ATEI (Amusement Trades Exhibition 
International) held at ttie Olympia In Lon- 
don during January brought together over 
160 businesses dealing In amusement 
machines. Robin Hogg visited the show to 
see what was on display. 



BLASTEROIDS 

Producer: Atari 

ATAAi s b^ re(«ase of the show 
was Biasl6foids, a totaNy 
revamped vof^ion of Ttia ig?^ hit 
Asteroids. It's got a host of r«w 
fHium in^udino a ckiat play&f 
tattiSltf, gradual energy lo^ 
Instoail of lovingi a Hta oyinght. 
ddtailKt soace backdrops threti? 



The real stars of the game are 
the astftfoids ihamseives, super- 
bly digtt»sed. spinning ma&ses ol 
rock of e xcepi ionaJ grapti ic quality 
- a mss^FvQ |ump Frcxn ttie vector 
grspltc^ of tha origtnal. Destroy all 
the asteroids and a warp gate 
app9af« ¥irhtch takes the playof^i) 
to !he Miteciion scrflen wt>ere 
another of the SiietWin leveto is 
cix»seri. Ihe rnai levflj brings In a 
big gr^en mottter alien cornplete 
with an army of aliens hovetirvg 




^ tp to 



tjpes of ship to transform Into 
fMCh wtlh the^ own type of fire- 
power, emgiras ar^ armour} and 
some very tricky alien creaiures to 
destroy. Red asteroids ate 
destroyed to reveal extra weepons 
■rtd defences to add to the ships, 
■Vowing each player to develop 
fheir own Qsme strategy. A neai 
extra is Itia ability for both ship:^ lo 
jotn togettier to provude some 
really aw4^o<rie firepower 



HLVSTOn Da I »*<! 



aroufKl - nu( im> tjitlicuit an oppo- 
nent tl you've collected the neces- 
sary weapons and stiqs eddras 
atong the way, but a chaUenglrig 
l\T\3i encounter rteverthetese. 

Atari have realised that gotden 
oUdte coin -ops Car^ still puH l<n ft^e 
crowds (end ractc up the profits), 
and even though (he concept m 
nealy a decade Old, Bimteirads is 
immense fun end ar>ott*er surefire 
winner 





cr i I [ ! 1 1 1 I D 



"TM n 1 i 1 IT 



-r i M li 1 i n 



nr i' I rt-r-m 



Tm 



^, 



THUNOERBLADE 

Producer: SEGA 

THE FLAGSHIP of SEGA S stand 

- 77>[/ndWjtede- continues whef e 
AfteftHifTt0r left off. This time 
though It's a tieljeopter you con- 
trol. 

Atthoi>gh similar m gamepiay to 
Aftertxjm6f, "Hiundettktde has 
some notable differenoes. Ttw 
throttte has been altered to indude 
hover, forward and reverse con- 
trols and ttwre are vertically acroi- 
hf>g sections where the chopper 
flies through rocity chasms, over 
ships at sea and along city streets. 
Atttrougfi it's a standard vertical 
bomb and shoot 'em up, some 



very elective layered graphics are 
used, which give a gre^l feeling of 
height, especially wher> the 
heitcopler gets hrt end crashen 
down to it>e ground. 

The main pari of ttie game is 
viewed in >4iteri>Mnier'Styte 30 arid 
gives a graat sensation of weeving 
royrxl and between huildmgs, pH- 
lars and trees, 'Where the g.ame 
falls down is in the coniro^ method. 
It may be reajislic, but tt^ joystick 
control is siuggisti and doesn't 
wortt as qutckly as it sl>0uld for this 
type of high speed shoot em up. 
Trying lo use the speed throttle as 
well IS awkward to say the least. 
As a giame idea it's great, but 
S£GA enthusiasts will find it little 
improvemeni over Aftertijmgr. 




PAC-MANIA 

PrcMlucer: Atari 

PAC-MAH needs no introduction, 
having become THE most suc- 
cessful coin-op game idea in his- 
tory . This lime though, the basic 
Donoeflt tias undergone some 
drsstic ah^ations , 

He's now in ttvee dimensions, 
has the abitiiy to bounce over 



^>osts stnd can now goObte hts 
way through four increasingly 
complex but tastefully deooreled 
3D maz^. There are also some 
new cartoon scenes to provide a 
much needed break in between 
teveis The ability to bounce over 
the ghosts adds a new twist to ttw 
action as Pac-Marf can ctiar>ge 
direction in mid- tKkjince. giving the 
gtiosts the slip. And rf that isn't 
enouigh, the ever- voracious yellow 




ARCADES 



bk»b can oat special items to get 
vara speod or double points. 

JusH to tteef) Pec-Man on his 
tQfis>twa extra ghosts m theahapd 
0* Sue and Funky have be«n 
focrurled lo help Clyde and the 
mob, With sik ghosts to avoid and 
tour diffef^nt fnaies to try, Pac- 
Manta offers plentv ot challenge. 



The 3UCCSSS of Pac-Man lies In its 
simplicity, imiTKeosa addictive- 
ness. the non-violent concept and 
the overwh^lrtiing CutdridS$ Of the 
yeltow ball himsatl. Poc-Mania 
looks set to corillnue M success 
and will probably start off a nam 
Pac-Man craze. You hava been 
warned! 




GALAGA88 

Producer: Namco 
(under licence from Atari) 

ON E oi the greatest ttvxA &m ups 
af lis linne. Qai$gf has now been 
txcxight bang up to dUe wtl^ 
rmproved graphics, sound enecis 
and supenor gameptey. The duel 
spaceship feature, bonus point 
greens and dlve-bCHTiblng alien 
hordes of the ongtnal are aH Onra 
- but sorne new twists have been 
added to the ad ion . 

In between screens Is a verti- 
cally scrolling stage where 
aetefoids, expNsdtng balloon-ltke 
creaturats and swarms of baby 
aliens are destroyed before the 



attack '^- '3 The bonus 

screens h,; . — =, great tunes for 
blasting away to (listen out for the 
soupeo-ijp Tango} ar>d the atien 
movemem patterns are «iven more 
cdmptex than bofore. PkogpeftSive 
play is now poMfete ss Oi« game 
now has drfterefit stages (made up 
of ciiKerent dimeneiorts), but with 
no continue piay feature you'll 
have to be a pretty good arcade 
blaster to do well 

To summarise, Gataga 08 is a 
great gartie. Ewer though it's sim- 
ple and offers nothing new, tt's 
packed to the giiis wjtn ptayabiiity. 
adcSictiver^efis and \b worth every 
ten pence you pump into il. Fans 
ol ths origirkal wll I feal right at home 
with Gaiaga 88. 



Major Career Programming Opportunities 



In-House Opportunities 



\ksigntr PrBgrammer To JE85,«I0 < >TK 

T^ - IS an ^xfiling nt-w role fur Kigh nchiei'iirs Sniwinj; 
Hiih GraphiciMujsic und design support functions to 
ileivlop onginiil 'IB bil' pnx{u<li< Tiir $ub«i.H]i[ii'nt 
cdnipr'irjr to other formflts for world wide sal^f. 



Senior ProKrHmm«rs, 

Pro^mmen Te£]5.(l«0OT£ 

U, 'vivi ";4>urtunitie« at various \tvi-\>, far esperi- 

■ f.j ;; .". .ninnlft [o wnrk on \\w devflopmeni iif 
'-,::■'■' ■ ■li'oHd widf *fllf. Ii:ii*ing 

■ ' ; t;r Vou will be jiWi- tn 

ife a hiflh dfgre« of tech meal Mny in 7M. 

I. ii„ .i-tiiihler Senior roles exist for high achievers. 

Senior D^'MgnerKk, Designers, 
Benior Craphie Artists, Graphir Artists, 
^nior Mu$icisnft, MuKii'Jans To' t'l S.OOO OTI^ 
! ' ,^ i^jmrrvitment to pniducmK noftwaredfihe hsgheni 
;. ■- lile .<[dndanl« ijt the key to our success' We need 
;■ ■ t-l.' u'Jm cut] wiirk cIu^el>' with in-hoUKe. *uh- 
■ '-,u-t firoj^'-im dt'Vt'bpers in the developrrn^nt of 

■ ■..i.ioTrruil f^tLittfishmeni softwuri? proaufi* fur 
'. i'iwide «ale You Hill be either currentlv liivt)]\\-d 
111 LfH» cnpACUv or Hill have fofmal <|uahl>cptian!« in 
rquip you for iWi* role*, 



Trainre Proprnmmers, lJf!»igners, 
(jraphio Artists, Muiiidun« 
Oppartuniiie)' liosi for the nghl peopir la liaise 
with m*hffljs«^ development sitafT to dif^iebp vwir 
afciHif^and ti>chnii^ije?i prior lei oppointmenl ir one 
of the abovTc di.'Mripiine^ You vnW combine aca- 
dfimif excetlente with a creative and effettive 
ouil(M>k. mm- proi-en esjx'rienft? m your *etecied 
disfipline would l>t beneficial or alti^rnulively an 
ability to demonstrate )wjr work or potential 



Sub«€ontract Opportunities 

Development Teams OTE CIM.OM 

Liji^irig wiih m-hruH'. super.i*n>n mA >u[i|xiM 
funtMon:; ^»n <>ripn;il niulli'lamiial enturtLiHiment 
soflware prciduct develuptnetit for world wide sale 



Oesl^er Program mers 

l-UU^inK with iri ' 
funciinns on on}: 
tainment !i«riwaiv pj 
seijueni «ijnvi'T»!<iii !i. 
sale. 



'IT- 



NINTENIJO UKVKl.Ol^MI'lNT 
OPPORTLNITIKS AVAIIABI.F 
(FULLSLPPORKilVTNt 



Format Supervisert 

Thi.* role ret|uire!i highly devebped and proven 

M\h in plflnnjng. resioun-mg and managing in- 
hnuNe und suh^cuntraft prDBriim developers in 
thf devel^ipment ni'specifif foTmat ■software pro- 
durl;* for world wide sule. Kxaclinji; <)uality stun- 
dardit and ahility to meet dHnmerrJal deadhnei 
will he mftn- important ihon specific technical 
knowk<(|^> 

Thf dei'etfipmimt ofnfw pnyduita fnmbinM with nur xuecyas in tht^ ravrket ptarr uiit nn>i I'rfr 
e.ricti^'nt nppnrtunHieK fitr rhalienginf* imrk ami further cam*r itfifhtpmriit. In funsifhratiim 
tiiih thh ciimpiiifin uv hin'v fttiHititt'd a tomptitn OpjHtrtuniiy HrtH-litire, ifytui tmuhl tih' ii> ^ 
a pari aftmt' oftke mmt exritittg stipiiart' tieiftapmfnh of the future and hou >ioii matt'h up, 
uritr or phone far the free hrochuri', Aiiernatiivty itritf or phone with df tails tifyatif tipi'Hrncr 
to date and antbitiom and irr }r(tt fix a time ftir a ehol. 




Canlact CJeorge Yapp, Software Development Manager, 
Software iJevdopmeiit Ontre- Anchur Ffause, 
Ametior Road, Aldridjfe, West Midlands WS9 BPW. 
Tel; msi r..iM,^2 Telex ;t36130 ELITE G Faxi 0543 4Uft.l2. 



Elite Systems Limited 



BOARD GAMES 



GOING 




There were pleirty of new board games 
releasefl at the Earrs Court Toy Fair in Lon- 
don earlier this month - but due to our 
magaxitie schedule, we can't review any of 
the goodies we picked up until next month > 
Stilt, one game that did arrive in time for 
this month's column was Chainstore from 
Ideas By Sea res. 

GAMES NEWS 



^^ o gel ihe dice roJlin<g. Paul 
^F Lamofx! Games, tiesignefa 
I ofthebest-soUmgHowtoBff 
I A Compima Ba^tfd - Th« 
Board Game, have 1 1 rww 
proCkK^ hnad up for the coming 
yMr« tho first of which is How To 
B6ACompiBte Bitch - Ttie Board 
Game, basetS on th« Pamela 
St0p^«rBao booh. Two other 
Itcaocae corm tn ?h* form of Cstch 
Phtmv from )he Televtston South 
quiz show vtd Rotf Harris' CtftocvT 
pic? - a sort af o1 Charades on 
papef- Tlwres also Pop of the 



Form w+ileti donviss ffotri the 
epooymous Badio One show, arxj 
boasts 2.300 pop irrvia quotflions, 

A somewhat COrMnOWBia] 
board game also to emerge l^om 
Pauf Lamood is ^y Catctiet. 
msfiired from the pubhaty 
surrounding ttm P^w WnQht 
novel. The objective la to get your 
book published by aeeiKing 
permission ffofn tha govemmartt, 
ihe courts, the newspapers aind 
the puWotiefs 

The man you jusi can't get away 
from, Terry VUogan. has his own 



S<?ap Operff Quii - s trivia game 
for fans of those highly- popular 
teleutsion serials. However, tf you 
fancy something a bit more 
suggestive, try Sexuai Trivia and 
Ditly Pictures - soon In be 
launiched. 

Two of the more surprlstng 
gamea scheduled to be released 
Jn thte foUowing monihis are iTN 
N&ws At Ten frorrr Paul Lamond 
Games, and The Nows from the 
BBC reioswed unctor the auspices 
of The Qraot Games Company, 
Both offer trivia quest k^r^s about 
national aryl tntemational news of 
the past. 

The pretttesl board game to be 
released th^s yeaf looks iikely I'd be 
Zodiac Spefis from Zodiac games. 
Wq hope to have a review copy iOf 
next issue From Kenner Parity 
CorrkBS Outburst, which certaioly 
looks like It could be a highly 
entertaining party game. 

Look out for fewtews of all those 
games over the forthcormng 
montfis-andl we'll tm keeping you 
posted oo any new devetopmenta 
in the board game martuit. 








r 




CHAINSTORE 



£17.95, 2-6 players 

Chaifysfore is a varlalion on iha 
classic A^bnopofKQame. but ttw 
icleofogy behind It Q mMdh more up 
to date. 

Each player begins with £60,000 
and proceeds around the board 
buyir>g auch shops as Woohwoiih 
PLC vid Mexl whenever tfwy can . 
When three shops of the same 
ftama are bOMgfit by one 0ayer. it 
becomes a chain store and money 
can be invested m stock. 

With each tf>row Of the dice a 
pnayer picks up a SiarDdcng Order 
Card, very much like the Chance 
Cards m Wonopo^^. which help 
artd hinder progress. For example, 
the player rr<iay have to pay 
additional fent on shops, or may 
even win a shop winctow display 
arK) collect E 1 CX)0! M ore often than 
rtot, a Star>ding Order card reve^. 
' Vou are a customer - pay as 
instructed" in which case shouW 
you. land on 3 shop wrtJl StOCk 

that s owned by another ptayer, 
you have to pay for shopping' 

A riovel twist of Char/Tsfoneislhie 
conslant availability of bank loar^s 
- if you run out of money, you can 
txjrrow up to half the v^ue of your 
stores and chairta - but this 
involves paying 5% interest every 
time tfie ptayer passes start* 

thevzrdh:t 

The loan system exlerrtfe the 
playing time considerably - aftd 
tiecause yoti can corrtinue 
: f rowing It's alfnost impossi|)le 
10 see an end to tfie game at any 
point, it also makes the tinker's 
]ob more involved working out 
inleresl paymenls. loans and 
repayments in full. 

Unlike Monopoty, Ifttte is left to 
ladies and skill - the roll of the dee 
and the Standing Order Cards 
leave loo much to chance. Still, rt s 
an enjoyable game and shoukj 
definitely tie enpyed by tfwse who 
like money - onBntea tioard games. 
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After last mantti's ovmvlew of MIDI and the 
tapeiessness of It all, ion Bates ventures Into 
musical terrftorfes that any micro blessed with 
an Interface and a dollop of software can 
conquer. 

By a Strange quirk of fate {or a devious plot by the post office) 
all the programs scrutinised here are Atari ST based. Owners of 
Amigas, Macs. IBMs. Apples. BBC. and Archimedes can put 
down those poisoned pens right now as soft and hardware for 
these will be covered in future issues, and since the principles 
of these programs are very similar across the board, there's no 
reason to go off in a huff . is there? 



1 



here's little doubt that 

TsequQfKtng hfis charged tjtie 
way many reconfe are written 
ard recorded. In fact, you could 
maKe a pretty respectable claim 
that it's the vwy roason for the 
development Of some styles af music 
- house music, efactro-sequerced 
Bluff et ai, TTie originei analog 
sequencer conveniently amved at the 
seme point in time that a group of 
senous' composers were worsting 
wth repeated short patteme, 
including Ptiillip Glass, Terry Ri^ey and 
Steve Reic^. who begat 'Tubular 
Bella" wtiich begat Jean-Mictie^ Jarre; 
r,ot to mention the femly tree of rap 
and street music. 

SeQi^encers can tal<e a lot of sweat 
out of the game of getting things right, 
Dy avoiding lots of tiresome 
everdiibbinig. MIDI sequencers o1 the 
reai-tirne vartaty store Ihetr musical 
inpMt in data form and give you ilie 
power, v4a e microcomputer, to Cut it 
up. select whai you want, re- map. 
Biter volume, swop tracKs, and 
change sounds. It can. of course, drop 
your resuftfi on to a disk for fast 
retrieval when Steven Spiefbarg drops 
round for an earful of your latest 
compcsitions with his next fUm epic in 
mmd. 

Ftfial versions can be recorded 
BtraigiM cx^o tape as lovingly 
Oescnbed m detail m (he previou*. 
«^ie of THE GAf^ES MACHINE. Fu' 
•n ssiute review of the cassettes 
recorder to use you should also 
consult last month's issue when Mel 
Ooucher ran through a few of the 
mulii -track machines on the market. 
One large fty in the ointment is that 
many of the sequencers avatl^ie tor 
1 S-bit mac^nes ere r^t only aimed at 
the bedroom, but at the professional 
tiudio as well, end so professional 



pnce tags of £200 and upwards are 
not unusual. They also have the 
capacity to control seemingly ii mi Hess 
quantities of synthesizers: a Juxury 
which 1^ of course sadly lacking for 
mo4t of us. But think big and positive 
- you can always synchronise your 
tracks lo tape. 



CASSETTE EMULATION 



Probably the t»est known sequencer, 
and or>e which crops up in the studios 



One of the major 
functions of a 
compirterfseil 
MIDI systwn Is 

that of editing ttie 

sounds ttiat a 

syntheslsflf 



of the famous on t)oth atdee of the 
AtiantKi, is the Sl6inb&rg Pro 24, first 
s«eo about August 1966 and whtch 
weighs in at £2Qb Sternberg 
neMWeh ere baaed in Qermany and 
honed up their programmir^ skiilft on 
nunterous musical packages for ttie 
CofTHTKKiore 64 (if any 64 owners see 
ttiesa kicking around, you stand a 
chance ot getting tt>em at ttie right 
price nowadays). 

Thd Pro S4 comes in several 
verslcvis, which is not always obv^ou* 
until you t9oot It up. when it tells you at 
the top of the main screen, The most 
signiflcanl difference Is that vofsiorvs 
f.O, 1.1. 1.2 'and so on only have 
graphic score editkng wherwa 
versior>a tXi and abova hava th« 
addition <ii actual rmwic notatlort 
editing in some detail. There's no pnni 
option as yet, but it's Jn the pipeline 
Anyway. Checif out whKih vemon yoc 
have as by fights you shoukd now be 
paying full price only for veraioo 2.0 
atid above, Ati versiom ore dongle 
protected. 

Uka much of I he •aquancmg 
software, its main controHi emulale a 
Ce&sette rscorder wilth record, play, 
last forward end back, plus the 
addition of eidra fast wirid and an 
instantaneous Go Zero' function 
which autornatjcaily starts you off 
from ttie beginrung. In fact, it functior^s 
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v^ much like a 24 -track recorder, 
playing bacM frofti any point on atl itiQ 
trach9 that have been tumecf on, As a 
maaris of global controt. the Fro 24 
hm V ' Mastenrack ' which govdnis the 
ovft^l tempo, includino shIRs and 
changes bar by bar. It ttitft idwttffiable 
afeas or the screen on which tc 
click', aJIOMJng peripherals to be 
atterttl; more detailed work is 
accessed via the drop-down menus. 

BUM NOTES 

Each of the 24 tracks can be 
or^nisad as a Siuocess^on ol 
p^ems, with each patten las1ir>g a& 
lor>g a$ you want. Patterns can be 
copied froni track to track, piacad in 
any poaition. repeated or deleted . 

The 520ST can cope wrrihtust under 
90.000 MIDI events" and the 1 04QST 
jusi over double that, so it's unlike^ 
that you will oin out of time on your 
ma^QT works. A tfacH can contain up 
to 999 bai^ wh ich . at an av^eg« pace, 
IS alHiyt 30 minutes worth of music 
{on the S20ST), and you can store up 
to 5000 patterns, each named 
JndivkJualty, 

necording is very simple: select the 
I rack yoy want 10 record on, ciick' 
the record box and away you go. It wiii 
taithfuiiy cepfodiice aJI your rtotee, 
m<stakes included, on playback. 
Across the bottom of the screen is a 
raither neat voJurrw indkslor for each 
tfad< In ti>e form of a bar graph, which 
Is responsive to note velocity and 
prowidiee a very u^lut guide for seeing 
which track is doing what. 

To correci any bum notes libera are 
two methods: 'Fast Access' is a 
lortiporary qufck-fiK nfvethod, or you 
can go for rwtatior^ or gnd edtt. 
depending on which version you 
have. In ttiis full acttt mode not only 
can you Oorrect notes and hear them 
aix]ib4y, but you can also shift them in 
itme by intimieslmaJ amounts to get 
the right 'fear, shorten notes, 
len^hen them and so on, indMduall^ 
orgtotkaliy As this is a permanent edit 
and you have ^4 tracks to play with 
It 'a better to copy to an empty track 



and then fiddle around with the copy. 

One rather unique foature is that 
you can fill up i^rs with repeated 
notes to your likirvg, which is very 
handy when programming drum 
machinee. ITte screen display of the 
rtotes IS very S3ick indeed. For 
additional recording, sections can be 
made to loop or the recording process 
commanded to drop in and out at 
specified cue points. 

The program can save to disk any 
Indivrdijal patterns or indeed the 
whde sorvg; ttie former means that 
you can cross-ferlil<3e your favounte 
fk*;s from one composition to 
another. It goes without saying that a 
program such as this will remember 
alt the sound changes you need for 
the synths^ whether by the pf ogram 
number alone, or by the actual data 
for ihe aynth. 

To sum up, the Pro 24 Is a 
professionat package, and as such it 
has depths that will take time to 
plurT^, but as with all the better 
software of this sort. H's v^ry easy to 
get started. If you ' re th In king seriousty 
about music creation, check your 
piggy bank arxJ then check out thjs 
progra;^ 

SCORING MADE EASY 

If the actual scoring and printing out 
of music is Important to you. try the 
EZ-Scom Pfua from Hybrid Arts. It's 
a vary ctear and comprehensiva 
package that lets you input scores by 
several methods and display them 
with the sort o1 resolution and detail 
that you'd expect from printed music 
bought anywhere. In fact, coupled to 
a laser printer you couid proisably set 
up as a bespoke music printer without 
much trouble at all! 

It's a very wide ranging program 
that owverts song files from moat of 
the Hylidd ibis sequencers into real 
noiation. If you choose to enter rxjtes 
manually you can do this by either 
dragging notae w^h the mouse, 
enteiing ttiem from Ihe QWERTY 
keys, or by using a MIDI keyboard. It'll 
work out automatically how to group 



tha notes when added and rt works on 
up 1 three lines (sta vesj at a time. This 
makes it an kleal toci for setting 
songs, especially as It h^ the 
capabliilles to Insert lyrics within the 
score as well as putting the ctKwd 
narrves above and even the gurtaj' 
tabulature (the grid that shows you 
where to put your fingersi) which can 
be customised to your needs. 

Staves can be formatted in four 
ways, wtiich should cope with most 
needs at this level. It has over 100 
symbols in its library including notes. 
rests, accidentals, clefs {all hough not 
alto or tenor clefs), rehearsal marks, 
proportional bat lines, dynamics. 
omarrients, bowing marks and so on. 
It's also compatible with the Oog»s 
Bite graphics program for reaJ desk 
top publishing aficiorkados, and with 
Kytirfd Arts' own professional scor- 
ing sottwa/e designed fof orchestral 
and more compIeK scores. 

For the price of Ei&4.95 it's quite a 
bargain, but I would add that it's only 
to be approache<f if you ere quite sen 
oufi about printlrvg and setting music 
I coukj see It provin^g invaluable in 
aducatkmal estabtkshrnents for print- 
ing fltudvit oornpcttitkx^ thai have 
been fMliaed on sequencers and 
synths. for performance or evaluation. 

Digital synthesizers are rvoiohous 
for the headaches ttwy cause wtwn 
editing sounds, tjecause there are a 
few mult I -function burtons on the con- 
trol panel, many peripherals of sound 
to control but you are limiled lo an 
numeric LCD display of around 1 7 ot 
so characters, Thus, a lot of juggling 
has to go on kt your head to retain 
some control over ttie sound you are 
making. 

The problem is even worse with 
synthesiser modules - those saoxes 
thai haven't got a kaytK>ard but con 
tain the guts of thesyntf^esiser. One of 
the most popular of late is Yamaha's 
TXftlZ which creates and stories, 
banks of fM voices. Urtlike other fM 
synihs, this one hoa alterable basic 
waveforms - yet arwther fact to rataln 
mentally - p3us the ability to combine 
vojoea to create a 'Performance 
MemofV' Add to this all the penphoral 



... inanyofth€ 

sequencers 

available for 16- 

bit machines are 

not only aimed at 

the bedrQ<Hn, but 

atttie 

profi^siofidl 

studio as well, 

and so 

professional price 

tags of £200 and 

upwards are not 

unusual. 



TTie 52Q$T can 

cofie wttii Just 

under 90,000 MIDI 

^events^ and the 

t040ST just over 

double thatp so It's 

unlikely that you'll 

run otft of time on 

your major worlcs. 
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thtngs !*« prtch bend arKi modulalKsn 
sensitkvfty. velocity sensing etc. e\c. 
All these functions aro cootroHed from 
an 1 1 bunon pai^ on the frOtit Of the 
TXflIZ 



FM EorniiG 



S<HiiidbdA Scftwnr* have a com- 
preheflsive voic* editor celled, rath©f 
urtmaginetivQly. TXSfZED. For the 
princely sum of C69 95. it let$ you 
boose IT so^Tffl ol ihe darker comef s of 
the inoduie. The majo function is of 
C0ir9e Ofi the Edrt Screen via which 
you 0Bin access to tf>e voice paramet - 
era: aim at the required parametef 
with the mouse and dick on the left or 
nght tMJttor 1o increment or decre- 
nwnt the value. As an added bonus, a 
gnph of ttie mwn sound shape can be 
made to overtey on the screen 
wtienever you are working on the 
envitfope generetor penpherais 
These car be copied from oper alor lo 
operator, A mirKx rnggle here is thet 
fou cannot vi«w all four operator^ at 
once, but you can play the sound at 
ary time to he» the e+lect of your edit ■ 
ing. ti aiflo htt a randomise leature 
wtitch throws up unexpected sound 
comtxnatioris and offers new sounds 
lor your aural palette to diQest and 
your fir>gers tO tweak. 

Perfom^ance Edittng ts teken care 
of on a separate screen and all 
screens can be prifiled f or permanent 
relerence to voioe banks and all 
peripherals. An advantage oi such an 
editor 13 Itial you atso have fe&t, e1fac< 
live storage ar\d retrievat of the 
sounds - of which you may have sev- 
enti hundred on fib - and individual 
vDtc» can be shuffled eroui^ from 
bank to bank. Apokigies now to those 
ol you who are not famitidr witlTi FM 



edrtirtg and have |ust read the previ- 
ous paragraph - it will have appeared 
as dear as mud to you. 

In truth, most sound edrtirig soft- 
ware works alortg similar lines and will 
offer you most Or alt of these facilities 
Soundtrits offer edrtrng software for 
most popuiar synths and the prices 
are quit$ competrtvve Uke most 
editors. JX81ZED comes with a few 
t>anks of custom sounds that you may 
find useful and if you consider that 
buying a SOUndbank on its own for any 
Synth can cost you twenty pounds <x 
more^ the price is not at all tiad. 

So there we are. Tlvee of the matn 
uses of M(Di inierfaces all at profes- 
sional level for the Atan ST. Altfiough 
this column compares and contrasts 
vanous ditferenl utilities lor diflereni 
equipnnent ar>d nvcros. it is hoped thai 
rl Can serve to inform you of just what 
IS poss^tjle with the processing power 
at yoor command. 

Next rnonth Jon provides a com- 
pendium of utHtties end terms - 
yoi^ own guide to virhat'a posalble 
end wh«t SHome cvf thie music terms 
mean, plus reviews, of a sequencer, 
and a sound editor for ttut most 
popular of synths, the D)(7, 

A apadal thank you this month to 
Sonyx Music tor loaning Jon lots of 
bits end pieces and for all ttie inside 
Into. Furttier Infe^Tnation on Ihe 
revtaiw software c*n be obtainecl 
trotn: Sonyx Music. 61 Higtt Street. 
Wof^tey. Btourbrttfg^. Wsst MhJ- 
iands. Dva SSD. Tsi: 034 480951 or 
Syndromic Music. 24-26 Avenue 
Maws. London. «TD 3NP Te!: 0} 444 
9t?S- If yov twve any kfess or 
quwiat send ttwm to Jon Bates. 
THE GAMES MACHINE, PO Box tO, 
Ludlow. Shropshire SY8 IDS. Jon 
cannoit guarantee e personal reply, 
but the most ueafut tips and queries 
will be answered in these p«ges. 
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From Issue Two of THE GAMES MACHINE 

Shades Competition pn^^ q, cJJJ^ ^ rcSfSUr'* 

Bllt Wemham of inveroarry, 
tnvamesaihire DH^ 4HN ar>d 
JljwuaMaoLaod. London, SE3 
OPE are lucky feUows - they've 
each won themselveB a modem . a 
mk^ronet subscnptkon and 25 
hours free ptey on Shadesl 



Alternative Games 
Conri|>et)|ioit 

Jason Burrdl of Runcorn. 
Cheshva. WA7 6PS shouhj soon 
h«ve cfaivary of a txAjing goodta 
beg c q fltaOThg a footbafl, gtovea. 
rcNJer boots, tennis racket and 
balit bat^inton r^ wrtti rad^ets 
and seven shuttiecooks, flat vaan 
bowls, a tabia tarmia and sww>gi 
baH set, a pair of trainers, hade 
fioop and skateboard Brtiiiant eh'' 
There are alao 25 runners-up 
prizes ct Aimmtiva World 



Ttaey Smffii, LmH*. VonwltiB larj 
aknon Mirterwifv. aHmtav. KLMMta 
HU 1 7 ftUC Jefwn jKOttMn, tHH-tma 
OiHMriiti, bKHfiwiKj 1«dw«Sl>ll<^ 
■iii m i ym ii i aSI «l% Mnrwt Fug*. 

atCi«w«M HrMDi eaa OM, joh<« Meett. 

MoHMitm MO* jaU; r H PhIw, Lawta 
LSISHY; MuHri Howrf. 

Uncom tw JCO: ik WehMi j«nM, 
a>i n < i i g l < <in Ml I W; Jchn IM^g, 
Cft-Mvy^ fr^^an^ ^iip^ WThmI,. 
HHKitMittr MZ3 Mtt Andnw r 
IMdiH«iirHiah,CI*vfiW«TSe TM( 
awH«Mn W> M ili % , CaMor< LInei LHT 

isa^ Huriwi bvwn. r«iiDfgi, mtoiMtikm 

TTI «)at- KMT tuM, lapftaigwii, «wt 
■ukmi iW9 ftH: C«aB l^rfKHS Lrinh, 
iBitM Wm 3IA Mh L PwUMh UMWA 
Sunr XHT «AH^ Hwiti W Stf^Md^vWeM 
Clwm«(tr. W P i AlAtdi^ WMHriitP^ 
ShnwartkvSVIS iHa; JMi Jmm, 
Wnynwla, MM QtofiargM CfrtfjUQ: 

~~ ""^ .LA^eDrpVHniaLS: 

;T 

tTStl 
3; A. B«v«, Chitfiwi IM Of W«fc M 

IBHII tH/ki Km*! r^|-iL, 
' Mtt 1CN; mmrn^tharpm, 
SoKVwAvton SO t MX; aiiri«t Cmin«fc 



Oontow Ha**, cw yi Q Ja si**; Wq«« 

i«4 oTo, 4 A RMMM, ktntcnasj-. hhv 

Cnnna ChMM, Kvitt CTl 1 TOft 0*vUI 
Covwiay. Radtar. Cavatand TS1 1 BOO; 
PtuI dUttri, UptKHh, HKlta OIJ» THA; 
MrR RvnfliHW. London SWl^SAQ; Mr P 
l aB l w l t i , hr 



*M Phasor Competition 



20 winners 1o recaiva a QrttanrMa 
Phaser One joystick . . . 



HmwidFwm B^f 4AH- Kavki 

Slman Asha, Anlcvw, HanmaWr a SP1 1 
SOOi OmM Ajitaib^, l>Wi4, Jlft^Kn KA11 
IJT; Robkn CwttI, D«i«tHipy, W.ri»rk« 
WFlITae; VnitaA)Callnalivi,Tip«or>, w»l 
Htdton^ DY4 US; RjotrntH Otif>tt>n, Bur^. 
LAnCASLB SHW; DnM Waaih wr., Scriiam, 
CoOurtiwn sm ttW^ MwlMtOw«t, 
0*dbr, LalCMCM ES4HAi KaWrTutl. 
■■CllHrgniai Emu au««» BHZISEH; W* H 
Stdtta na in, Sa ah am. Co.O m ^m: A/idTaiM 
Sln>«n*, MkMlilbrotjgfi. Cl^vtland TSS 
TttS: MarV Walkhv, Amanham. Bucks Ht>7 
VBBi J4tul tiMUlHi. LaloaaUr LEa OFD. 



Piranha's Yogi 
Competition 

Ten winners to receive a pair of 
Yogi BmrboxGf ^^orts, a YcalT- 
shirt and a copy of ^e Yogi &9»f 
game . . . 

Jwiaeian Shwpa. Mariow, Suelli t^.7 tJE; 
CMitopiHr Mcerfdt, Unrrwoi 19 3AR: 
PatJ J Lans. WWwn, Surrtty CUa lER; 
ElOu^lM aui'MiM, Oww^add. WbIh LUa 
1 DC; Jflhn eii«i««'. CnMantan^ Otot 
OLS3 30A; M*Fk nobtawon, 
Hr.WchwIwnplon, Sttirt WVS BOO; Hr* 
W Hcwanl. hteddaHlon. HartBCMll HE; 
P*<M«- efl4e*t«n4. eftiHti'^**! PaHi, Eaaait 
RM1 1 2nH: Sawi Aball. NotUnghnn HOd 
S ESi-mt^ Sl^iMV, BrtHiSh, Mbrtti 



HotMrk, PliWMr^liWWi HMSPO; tfonrid 
Gt-aa**, Aiwhli*iw4«*, PwthaMra PHd 
laW; B Srown4aa. Tha Bonl*^, Soofland 
TDI »!,: K P HaSowa. Uvwpeel L4«U*4; W 
O Whtta Jnr , Al^l»r#Ki^ H«fiM OU 1 9 4SU; 
holar Aciwlaa, OrmaUrk. Lhki LM 40Z: 
eiirtite| » w ffll ir, I^OddHl W14MV1 

tifiii riiafirtaitiiaiii.riiiTi run icn. iii 1 

iiwana, WMt tUHax BN4 OLD- MartL 
anmn. Nwewnplsn MMt. SAO: LiABi 
WhWM^f. Uaridr««ii OyTad HM4«LV<: Ji 
DSuehan. BMrrav KTSO TVO; Awsdrwu 
HOdttlrt*, C4.ri(i0anrT. Iratamt: R«rt 
Maahan. C^.OonHtf, Shi*;; D*vtd 
McJUman, Dub«n IS, Eka; lUdtard 
Ounnn. Il a ^n o n, CmfmM tfQSne; Jan 
SloVtard, Briiowar, Darfawahka SM SaHi 
Ur S J U«, H«^4r«don, Cwntn PE 17 IJPj 
Mr J Ha*rTV AVtaaMay, auch* tlf>Z1 iX& 



Red Octolier 
Competition 

Tony WalHa, Sheffield, Yorfcshire 
S65DX IS soon to beiakirtg an all- 
eKpenses irip lo London to see 
HMS Belfast, There are also 1 
runners- up prizes of ffte Hunt fior 
Rod Octdber .. . . 



4 H Awn**, HtMUay, Lrica^iaf^*^ Ui0 
IAN: Mart M4ilim, atthu AwcUMd, 
CojOwlwn DLUOLR^ I*h^ HvHay, 
Whnboma. BqrHl fKil lAOiSlaM 
Ovwton, BlacUHim, Lane* aaSTNH: 
AnJcawi SM rt tat. I I m lt m oot, Cl x w la nil 
TS27 «EZ: Janin CaMka. C«.0(Mrtt. Nftrttkvm 
I f iHani rl, . EiK. t*i«wy. Co.Maatfi, lrai« it; Wr j 
C Dnrkfna. Rutand. Late* L£4Stnej 
W llMw w HmemrmwKl, W awi o ma. 
Huddanltaid MIMSfU; Ivt MudHM, 
llr.Swi10A.^>r»-Tr*nt, Btalla DE IS TAV, 
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UNCLE MEL'S TRIVIA QUIZ 



Hurt 



to 



millttto ir«ur trivia btNls 
and wftadcy ■aiictlow of 
can answw mmm ^hmn IS Mtt of 20 
i Miilil i ii iiowni « . , 



1) When did liquid crystal displays 
first hrt tfie market place'? ^t!i^ 948. 
|b)1 sea (01978 

2) How many limes per second 
does the quartz crystal m my 
wrti^aicri viDrate? (a>i , |]b)32. 
(cHt's brokon. 

3) How manrif feminists doea it take 
id pfogram a computer? 

4} What has Novagefl got In 
common with the Maqui$ dl* 
Sa«*s? 

i) What have the followirig ^t in 
Common with computer gamos: 
APEGRAM, SHUN PIG, 
PRAT DOERS 

6) When and where was the LED 



[I>qti1 emitting diode) invertti^? 
(sTi9S0. Japan, tb}i960. Qraal 
6ntain, (c)l97a, JimrtiyPag©, 
Robef< Plani, Joiin Bonham. John 
Pauf Jonas. 'WhoJe Lotta Love' 

7) Wtiy didr't eteclronte 
calculators catch on in Bntairtuntit 

Q Whai did the C^ech writarKarel 
Capek introduce to the world in 

9) What w^s th« name of the play 
in which hrs ^nrtoviittons 
appeared? 

10) Is Aciivis^on's Claire Hirschtfw 
same height as (a^olf HiHaf . 
fb)Napoleon Banaparte or 
(cjiGeneral To-mb Thurnb'? 



1 1} The US uses NTSC, France 
and the USSR use SECAM. the UK 
and most C4vilr$0d Europ«ana use 
Pal. What a^a they? 

1 a} W^tat IB ttw capital of SMioon 
Valley? 




13( One of ttvese photographs 



dapicts Co<fe Mnter'a QTsy 
eitrinence. the other deplete a 
mttasive rmrrwhHe rnountain. 
Which is which? 



14) Who wrote \he ruviri on which 
the Argus gome Hunt Far RM 
OctDtariabned? 

1 5] What are GST, FTL. LCL, PSS. 
ABC. CCS. CDS Mid E2S? 

1 6] Spat tlie Odd one oin Bernard 
Maiihaws, Ho* Hampstwa USA. 
a duck's egg, US Gotd. 

IT) Who progiammed Ant Attack. 
Jet Set WtHy. Tau Ceti7 

1 5) What IS the d iff erence bet¥«Sfii 
a DIN -plug and an F-c(X>nector7 

19) What were the dying words of 
the munMrOuS computer HAL. m 
■20O1"? 

20) In harcJware lenns, ^tat ia a 
'twistedpair"? 



ANSWERS: 

axfajajjaiui leaupefa 

fO 9PQk^ am sanpej ot sojo^iu 

i^M pesn 'ssMf*. psitBid omj^ (o? 

, " " noA iO SAOi 

&m jOj lie 'fj:B£i ifS\i uj, I'op jaA^sue 

jnoA aui aAi6 'fsi^ 'tefEO. (ei 

e sell ioioeuuoo- J ub 'svpijd 

aiuJj lejaAds sei) Gnid-u^a V (81 

ai^ooo ai&d 

'ifliuis «a*4lB|^ '8;»MM AptJBS III 



(sABHJn) Bonpoxj 

V.usaop uJ B6e s,>pnp v (9t 

SssnoM eiBM^os ||€ 3je ^am (st 

AebueiD uioi ^t^. 

cfpM auo eqi q isajsA^ tunoh^i fei 

as(ei. 

(pooj Sop to pue^ @ ^l^d -$>^I^Sm 
puv mcnoo aA^ &uiqqeis WV03S 

jficfoo ips AJf^i HEN oamj 



ujatji aioieq ai| tXjw i(« ienbu^^ 

PUP sQijfMt c laej s ejnsaew iixx) 

^} atjediffuOG i>oetodeisj(<0 fOI- 

aioqoy le^jaAiufi s.mrtssoy ta 

loqoysmte 

&sn 

ui ueqi fiiuaujftinseeuj tnjjapuOM 

jeqiD eqi iia pue ssKlrjos 

'$3f9Sd 'spooj 'sui^jej 's6uiM^ie| 

'Buoou 's&ui||iMS qixw ados 

ptnoD 6joieth3iEr3 letcueuiuioo ou 

pue'i^e^ ^jenjciaj iitunpuipap 



o6 i^^i^Mp lUDpfiiiiix psifun ny. 12 
utBiiia tEsjc) '096 1 M to 

misajD &m astueSio oi aaiMt 

eiep em ui adA; o^ »uo ynOd te 

pinses 

jad auOite«c|iA fis/'^ql ^^ 

pe|i8iajMaijM,i|3ii8M)suM e ui pam 
ss« A>|dsp 001 ua) 8/6 1 (3) (I 



NEXT MONTH 

ALL ELITE SYSTEMS ARE GO! 




AJmost since the dawn of (he home comipirtfir garmes industry. 
£l(te Systems has been synonymous with top (en games chart 
enirtes. Success after software success continuaHy Hows from 
this West Midlands company, whose streajri of hits to date 
tndude Thundercats, Buggy Boy and GtK^t$ and Goblirts. Elil© 
afe soon lo undergoa majof incompany reorganisation, incor- 
porating , amongst other things, a large recruitment campaign for 
1 6-tJrt programmeiB. 

In next month's packed issue of THE GAMES MACHINE, 
we set the inside story on the continuing success of EJite 
Systems LTD and their plans for the future. Don't miss It, 



Apoiogies f^aoessafV- L-ast month we promis^ed a feature on BuUetm 
1 0OQ. Unfortunately Itwy ' re tia vmg maior alterat>ORS canied otrt on 
th^r premises, and COutdn't ptiys<cally fit U3 m. However, mi Issue 
Six (wttich (S nearly next monthj, there's an even bigger and better 
feature planned. Orve of the alterations Bultettn are goung through is 
WieaddrtJon of an editing auidto, so by the t>n>e we get there, alltne 
processes used to Cr^iate videos wril t»e achievatiie m- house 

Mel Crouch^ thrvlls ^nti detigtns with yet anothf»r Trivia Quiz , he ateo 
teams up with Robin Evans again tobnngyou Mercy Dash the car- 
toon, And, as if that isn't enough, he take* lime out io mvest^iate 
and report on ttve Public Relations mer charts, hype and the Charts. 

Music Maestro Jon Boles explains some of thia musical terms in use 
currently and indulges him«©W in a sound editor for the DX7 synthe- 
siser. 

PLUS the lat^i multi'tormat games reviews, previews, board 
games, fantasy games and adveniufes 

Don't miss out. the naitt issue ol THE GAMES MACHINE goes on 
sal© from March 17 at allgoednewSHq^^rii*^ 
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JINKS'. A OMPLETELY/ffiW 

LN COMPUTER mK. 




Phm ptanv* Atavl has pvxtS^ mankind for iantt/rimr .... 
' beautiful myxteritn/S and se»mingfy underdt;VBfop«il. 
Howcan something soamaxing remain such an Bnigma ? 
Now you shail ftnd ovt as you guide ycvr scout prabv 
tKroMS the ptanmfs *wrfof e in a uniqus exploratofy f9s*arfh 
mtffion. But d«>n'f ^Mpa^t th» pian^t or its Irthabitetntf 

" tnay b*} 16 tek« your lnt*timrtne» kindly. 



^^ Arts 



/ssafrii//?^f roa/?y 



CBM M/ J 28 £9, 99f,£1l.99d AMIGA £24. 99d. 
STItAD£9.99t,£l4,99d 




The first casualty of war is innocence. 
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SPECTRUM 
COMMODORE AMSTRAD 

£9-95 



SPECTRUM 
COMMODORE AMSTRAO 

£14-95 
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A computer product from Ocean. • 



Ocean Software Limned OceanHouie 6 Central Street Manchester H2SNSTdephone 06 1 8326633 Tetex 669977 Oc^ 



